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A SHORT 


TREATISE 


On the GAME of 


W H IST. 


CONTAINING | 
. The LAWS of the GAME: 
AND ALSO « f 

I Some RuLxs whereby a Beginner may, with due Attention 

to them, obtain to the playing it well, 

e CarcurAaTions far thoſe who will bet the Odds on any 
Points of the Score of the Game then playing and depend- 
ing. 

Cass ſtated, to ſhew what may be effected by a very good 

3 Player in critical Parts of the Game. 

5 REeyERENCEsS to Cats, viz. at the End of the Rule, you 
are directed how to find them. 

CarcuLtaT10x?, directing, with moral Certainty, how to 

F play well any Hand or Game, by ſhewing the Chances of 
your Partner's having 1, 2, or 3 certain Cards, 

? With Varicty of Caszs added in the Appendix, 

1 By Epmony HoyLe, Gent. 


The Laws of the Game, and an Explanation of the Calcula- 
tions which are neceſſary to be underſtood by thoſe who 
would play it well, 


An p A180 


A DicTionany for WHIS T, eh reſolves 
almoſt all the critical Caſes that may happen at the 
g | 


Game. 
To which is added, 


An ARTIFICIAL MEMORY : 


Or, an eaſy Method of aſſiſting the Memory of 
thoſe that play at the Game of WHIST, 
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TREATISE 


WHIST. 


HF Author of this Treatiſe did pro- 
miſe, if it met with ri ® 


| make an Addition to it by way of Ar- 
PENDIX, which he has done accordingly. ; 
It is 1 to 1 t thoſe, . — 
intend to read reatiſe deſired to pe- 
ruſe the following Calcotations ; and they need 
only charge their Memories with thoſe that 
are marked with a N. B. upon which the 
whole Reaſoning of this Treatiſe depends. 


CALCULATIONS, direffing, with moral Cer« 
tainty, how to play well 2% Hand or Came, 
Ly fhewing the Chances of your Partner 's hav 
ing I, 25 or 3 certain Cards. 


For EXAMPLE, 


WOULD know what is the Chance of his 
having one certain Card ? 


B 2 Anſwer, 


— td 
- - — 
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And that he has 1, 2, or all 3 AF. 
* 


againſt ſor 
Anſwer, im him 
That he has it Not is, N. B. 2 to r 


II. I would know what is the Chance of his 
having two certain Cards? ; jg 
P [48 againſt for 
| Anſwer, | him him 
That he has one of them only, is 31 to 26 
That he has not both of them, 
But that he has one or both is about l Se 22 
5 to 4, or N, B. 5 3 
II. Fwould alſo know what are the Chances 


of his having 3 certain Cards ? 


f for againſt 
Anſwer. him him 


That he holds one of them only is | 
325 for him, to 378 againſt him, F 6 to 7 


or about 
That he has Hot 2 of them pale . 
22 -# 


is 156 for him, to 547 againſt 

him, or about | 
That he has not all 3 of them, is 

2.2 for him, to 681 againſt him, 1 31 

or about : 
_ But that he has 1 or 2 of them, is N 

48 1 for him to 222 againſt him, | + Wy. 

or about 


2 


them, is about V. B. 
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An Explanation and Application of the Calculations. 
neceſſary to be under/lqed by theſe wha arc to 
read this Treatiſe, 


- 4 * . 
% 
1 


Firſt Calcur Aro xv. : 
T is 2 to 1 that my Partner has not one 
certain Card, TY 


To apply this Calculation, let us ſuppoſe 
the right-hand Adverſary leads a Suit, of which 
you have the King, and one ſmall Card only, 
you may obſerve that it is 2 to 1 by putting on 
your King, that the left-hand Adverſary can- 


2 gain, let us ſuppoſe that you have the King, 
and three ſmall Cards of any Suit, likewiſe the 
Queen, and three ſmall Cards of any Suit, I 
would know which is the beſt Suit to lead from. 
Anfeuer from the King, becauſe it is 2 to r that 
the Ace does no: lie behind you; but it is 5 to 
4 that the Ace or King of any Suit lies behind 
you, and conſequently, by leading from your 
Queen-Suit, you play to a Diſadyantage. 


2d CAxcovrartion, It is 5 to 4 af leaſt 
that your Partner has 1 Card out of any two 
certain Cards; the like Odds is in favour of 
your right hand and left-hand Adverſ:.nes 
therefore, ſuppoſe you have 2 Honours in an 
Suit, and knowing it is 5 to 4 that your Partnal( 
ac. B 3 holds 
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holds one of the other 2 Honours, you do by 
this Knowledge play your Game to a greater 
Degree of Certainty. 


Again let us ſuppoſe that you have the Queen 

and 1 ſmall Card in any Suit only, and that 

your right-hand Adverſary leads that Suit, if 

ou put on your Queen, it is 5 to 4 that your 

| ſeſt-hand Adverſary can win it, and therefore 
you play 5 to 4 to your Diſadvantage. 


34 CALCULATION. It is 5 to 2 that your 
Partner has 1 Card out of any 3 certain Cards. 


Therefore, ſuppoſe you have the Kpave and 
1 ſmall Card dealt you, and that your right- 
hand Adverſary leads from that Suit, if you put 
on the Knave, it is 5 to 2 that your left-hand 
Adverſary has either Ace, King, or Queen of 
the Huit led, and therefore you play 5 to 2 
ainſt yourſelf ; beſides, there is à further 
onſideration, by making a Diſcovery to your 
xight-hand Adverſary, he fineſſes upon your 
Partner throughout that whole Suit. "FF 


And in order to explain the Neceſſity there 
is of putting the loweſt of Sequences in all the 
Suits led, let us ſuppoſe that your Adverſary - 

led a Suit of which you have the King, Queen, 
and K nave, or Queen, Knave, and Ten; b 
putting an your Knave of the Suit of which 
ypu have the King, Queen, and Knave, it gives 
| yaur 
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your Partner an Opp ity of calewlating the 
Odds for and againſt him in that Suit, and alſo 
in all inferior Suits of which you have Se- 
quences. 3 


A farther Uſe to be made of the foregoing 
Calculation; let us ſuppoſe, that you have 
the Ace, King, and 2 ſmall Trumps, with a 
Quint-Major, or 5 other winning Cards in 
your Hand in any Suit, and that you have 

layed Trumps two Rounds, and that each 
Perſon followed Trumps; in this Caſe there 
are 8 Trumpsout, and 2 Trumps remaining 
in your Hand, which make 10, and 3 Trumps 
which are drvided between the remaining 3 
Players, of which 3 Trumps the Odds is 5; to 
2 in your Favour that your Partner has 1; and 
there fore out of 7 Cards in your Hand, you 
are intitled to win 5 Tricks. | 


Garen 


GG > w 


1 Love — — 1 10 
2 — — 5 
» 4 N — — 7 
5 is 2 to 1 of the Game, and 1 of : a 
the Lure! x ——\ 
4 — — — — — 7 
: — — — (— ** 5 
9 18 about —— — — 9 
pt With the Deal. 
tor — — — 9 to 8 
I — — — — 9... 7 
; 8g — — — — 9 6 
— — —Y 4 
1 — — — 3 1 
I is about — 4 I 
With the Deal. 
to 2 — — -—'is 8 to 
2 — — — 4 
2 — — — © 
2 — — 3 8 
8 t 
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Some CompurarIONS for laying of your Money 
at the Game of W a18T, 


With the Deal. 


tbe GAME of W HIS T. 


on 
8 


2 
2 — — — 


With the Deal. 
wn DR 3 


— — — — 
, th. +4 of 


E 


—— 
EC, 


1 cow Ot +> 


18 about — — 


With the Deal. 


Wich aha Deal, 
7 to 6 71 — — 
8 6 — — S. — 
9 16 18 about cited — — 


With the Deal. | 
8 to 7 is above — ——= — 
9 to 7 is about _—_ 


77.0 B 5 
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$ to 9, upon the beſt Computation made at 
preſent, is about 3 and a half in the Hundred, in 
favour of 8 with the Deal ; againſt the Deal, 
the Qdds is ſtill, though ſmall, in favour of 8. 


Calculations at Whiſt for the Whole Rubber. 


8 POSE A and Bare at Play, and that 

A is 1 Game, and 8 Love of the ſecond 
Game, with the Deal. 

Quere, What is the Odds throughout the 
Whole Rubber? 

1 Game Love and 9 Love of the ſecond 
Game (upon Suppoſition of q Love with the 
ent] Jong nearly 6 to A | 

irſt Game and 9 Love of the 
ſecond minke, » nearly F * 
Firſt Game and 8 Love of the 
ſecond Game is a little g 1.3 to 1, C. 
more than the former J | 
Firſt Game and 7 Loye of the } 


ſecond is nearly _ „ 
Ditto and 6 Love of the ſe- "I 
cond 1s nearly to K 
Ditto and 5 Love of the ſe- I. 
| 6 to 1 
| cond is nearly 
| Ditto and 4 Love of the ſe- F * — 
1 cond is nearly | * x 


1 Ditto and 3 Love of the ſe- ,, _ 
1 x is. near | a . pet 

itto and 2 ILnve of the ſe- 
cond is nearly 1 * 
Ditto 
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Ditto and 1 „ , "EM 
cond is nearly 
The above Calculations are made with the - 


Againſt {he Dtal. 


A and B are at Play, and that A is t 
Game and any Number of Points in the'ſe- 
NU and 4 Li 
I ame and 9 Love of the ſe · | * 
cond is nearly 11 0 - 
Ditto and 8 Loye of the ſecond rr "me t 
Game (is a little more) 
Ditto and 7 Love of the en 9 to t 


Ditto and 6 Love of the _— 7 r 

1 is Lo My I 
itto and ve e ſecond 

Di 1 of the ſeco f R y ; 
tto and ve of. nd 2 
Game 2 | ? 4% 0. 

Ditto and 3 Love of the ſecond 

.in 
itto and 2 Love o eco 

3— , Lov of the food f a 
itto and one Love ef nd NE | 
Game is nearly | 5 ad 1 


1 * to 1 


7 Uſe which is to de mage of * fl 
ng Calculations, may be Tab by dividing 
22 according to the Tables 4 herewith 


— down. ah 
B 6 Thbeſe 
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Theſe Calculations have been approved of 
by ſome of the beſt Judges at Whiſt, Cc. 


S 


Some GENERAL RULES to be obſerved by BR- 


« — * 3 *** | | = w—_ 5 ©, 1 n 7 * — f 
r * „ — « l = = - ae; * » 


HEN you lead, begin with the beſt 
f Suit in your Hand; if you have a 
. Sequence of King, Queen, and Knaye, or 
Queen, K nave, and Ten, they are fure Leads, 
and never fail gaining the Tenace to yourſelf 
or Partner in other Suits; and begin with the 
higheſt of the Sequence, unleſs you haye 5 in 
Number ; In that Caſe play the loweſt (except 
in Trumps, when you muſt — play the 
higheſt) in order to get the Ace or King out of 
— Partner's or Adverſary's Hand, by which 
eans you make Room for your Suit. 


I. 


= — Jaws rn. —— vw” -_ ks 


a you have 5 of the ſmalleſt Trumps, and 


not one good Card in the other Suits, - trump 

out; which will have this good Conſequence 

at leaſt, to make your Partner the laſt Player, 

and by that means give him the Tenace, ' _ 
III. 

If you have 2 fmall Trumps only, with 
Ace and King of two other Suits, and a Defi- 
ciency of the fourth Suit, make as many Tricks 
as you can immediately; and if your Partner 

She refuſes. 


SE % — 


J, 2, 3, 4, 57 6. 3 
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refuſes either of your Suits, do not force him 
becauſe that may weaken his Game too much, 


IV. 


You need ſeldom return your Partner's Lead,. 
if you have good Suits of your own to play, 
unleſs it be to endeavour: to fave or win a 
Game: What is meant by godd Suits, is, in 
caſe you ſhall have Sequences of King, Queen, 
and Knave, or Queen, Knave, and Ten. 

V. N 

If you have each 5 Tricks, and you ar 
aſſured of getting 2 Tricks in your own Hand, 
do not fail winning them, in Expectation of 
ſcoring 2 that Deal; becauſe if you loſe the odd 
Trick, it makes 2 Difference, and you play 2 
to 1 againſt yourſelf. * * * 


An Exception to the foregoing Rule is, when 

u fee a Probability either of ſaving your 
. or winning the Game, in either of which 
Caſes you are to riſk the odd Trick. 
| * VI. SER 
When you have a Probability of winning 
the Game, always riſk à Frick or two, — 
the Share of the Stake, which your Adverſary 


has by a new Deal, will amount to more than 
the Point or two which you riſk by that Deal. 


The foregoing Caſe refers to Chap. VI. Cafe 
VII, 
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VII. 


If your Adverſary is 6 or 7 Love, and 
| you are to lead, your Buſineſs in that Caſe 
is to riſk a Trick or two, in Hopes of putting 
your Game upon an Equality; therefore ad- 
mitting you have the Queen or Knave, and 1 
otherT rump, and no good Cards in other Suits, 
play out your Queen or Knave of Trumps; 
by which Means you will ſtrengthen your 
Partner's Game, it he is ſtrong in Trumps; 
if he is weak, you do him no Injury. | 
. VIII. | 
If you are four of the Game, you muſt play 
for an odd Trick, becauſe it ſaves one half 
of the Stake which you play for; and, in or- 
der to win the odd Trick, though you are 
pretty ſtrong in Trumps, be cautious how you 
trump, out. What is meant by . in 
- Frumps, is, in caſe you ſhould have 1 Honour 
and 3 Trumps. 75 | 
If you are 9 of the Game, and though very 
ſtrong in Trumps, if you obſerve your Partner 
to have a:Chance of trumping any of your Ad- 
verſary's Suits'; in that Cafe do not trump: out, 
but give him an Opportunity of trumping thoſe 
Suits. If your Game is ſcored 1, 2, or 3, you 
muſt play the Reverſe; and alſo at 5, 6, or 7; 
becauſe, in theſe two laſt recited Caſes, you play 


- 


for more than 1 Point. 


x. 


. 


„ 


NY WY yu 
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X. 

If you are laſt Player, and find that the third 
Hand cannot put an a good Card to his Part- 
ner's Lead, admitting you have no good Game 
of your on to play, return the Lead upon the 
Adyerſary ; which gives your Partner the Te- 
nace in that Suit, and often obliges the Ad- 
verſary to change Suits, and conſequently gains 
the T enace in that new Suit alſo. 

XI. | | 

If you have Ace, King, and four ſmall Trumps, 
begin with a ſmall one; becauſe it is an equal 
Wager that your Partner has a bettor Trump: 
than the laff Player : if. ſo, you have three 
Rounds of Trumps; if not, you cannot fetch. 
out all the Trumps, | + 


If you haye Ace, King, KEnave, and three 
fmall Trumps, degin with the King, and then. 
play the Ace He of the Adverſaries re- 
fuſes Trumps) becauſe the Odds is in your Fa- 
vour that the Queen falls. 5 

| | XIII. 
If you have King, Queen, and four ſmalh 
Trumps, begin with a ſmall one, becaufe the 
Odds is on your Side that your Partner has an 


Honour. | 
"fm te —. 1, Ten, and three 
you have King, Queen, Ten, F | 
ima}t Frumps, begin with the King, becauſe 
you have a fair Chance that the Knave falls in 
the ſecond Round, or you may wait to fineſſe 
your 
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your Ten upon the Return of n from 


your Partner. 
Refers to Chap. VII. Caſe r, 2, 3. 


XV. 


175 you tive Queen, Babe * four {mall 
Trumps, begin with a ſmall one, becauſe the. 
Odds is in your Favour that your Partner has 
an Honour. 

XVI. 


fro have 8 Knave, Nine, and three 
ſmall Trumps, begin with the Queen, becauſe. 
you have a fair Chance that the Ten falls in 
the ſecond Round; or you may wait to fineſſe 
the Nine. 
Refers to Chap. VII. Caſe 1, 25 3. 
XVII. 


If you have Koave, Ten, and four c ſmall 
Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in NS. 1 r 


If you * . Ten, E ight, and three 
ſmall Trumps, begin with the Knave, in 2 | 
to prevent the Nine from making a Trick, 
the Odds is in your Fayour that the ! 

nours fall in two Rounds, | 
| XIX. 0 * «che 4 4 _— 

If you have fix Trumps of a lower Deno= 
mination, you are to with the loweſt, un- 
leſs you ſhould have Ten, Nine, and Eight, 
and an Honour turns. 5 N you; in that 
Caſe, if you are to play rough: the FOO 
* Sin 
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begin with the 'Ten, which obliges the Ad- 
verſary to play his Honour to his Diſadvan- 
tage, or leave it in your Partner's Option, he- 
ther he will paſs it or not. wy: 
If you have Ace, King, and three ſmall 
Trumps, begin with a ſmall one, for the Rea» 
ſons aſſigned in Ne. 15. 5 
. ' Fo XXl, 
If you have Ace, King, and Knave, and two 
ſmall Trumps, begin with the King, which, 
next to a moral Certainty, informs your Part- 
ner that you have Ace and Knave remaining; 
and, by putting the Lead into your Partner's 
Hand, he plays you a T rump, upon which you 
are to fineſſe the Knave, and noill Conſequence 
an attend fuch Play, except the Queen lies 
behind you fingle. | J 
Refers to Chap. VII. Caſe 1, 2, 3. 
XXII. | | 
If you have King, Queen, and three ſmall 
rumps, begin with a ſmall one, for the aſſign- 


Wd Reaſons in NY. 15. 


XXIII. * 
If you have King, Queen, Ten, and Two 


Vall Trumps, begin with the King, for the 
eaſons afligned in No. 21. W 


XXIV. 


If you have the Queen, Knave, and three 
all Trumps, begin with a ſmall one, for the 


XXV. 


oF eaſons aſſig ned in Ns. 15 


mall Trumps, begin with the Queen, forthe 


| 
| 
| 
| 
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XXV. jk 
If you have Queen, Knave, Nine, and two 


Reaſons affigned in Ne. #6. 
XXVI. 
If you have Knave, Ten, and three fmal 
Trumps, begin with a ſmall one, for the Rea- 
ſons afligned in Ne. 15. 
XXVII. 1 
If you have Knave, Ten, Eight, and two 
ſmall Trumps, begin with the Knave, becauſe 
in two. Rounds of Trumps it is Odds but that 
the Nine falls; or, upon the Return of Trumps 
from your Partner, you may fineſſe the Eight. 
| Jo H 
If you have five Trumps of a lower Denomi- 
nation, it is the beſt Play to begin with the 
loweſt, unleſs you have a Sequence of Ten, 
Nine, and Eight in that Caſe begin with the 
higheſt of the Sequence. 
If you have Ace, King, and two ſinall 
Trumps, begin with a fmall one, for the Rea- 


ſons aſſigned in Ne. 15 * 

"If you have | Act, King, nave, wy one 

ſmall Trump, begin with the King, for the 

Reaſons aſſigned in N“. 21. n 
XXXI 


Ik you have King, Queen, and two ſmall 


Trumps, begin with a ſmall one, for the Rea- 
ſons aſſigned in Ne. 75. 4. 
XXXII. 
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XXXII. 

It you have King, Queen, Ten, and ene 
ſmall Trump, —.— wich che King, and wait 
for the Return of Trumps from your Partner, 
when you are to fineſſe your Ten, in order to 
win the Knave. 

1 XXXIII. 

If you have Queen, Knave, Nine, and one 
ſmall Trump, begin with the Queen, in order 
to prevent the Ten from making a Trick. 

XXXIV. | | 

If you have Knave, Ten, and two ſmall 
Trumps, __ with a ſmall one, for the Rea+ 
ſons aſſigned in N®. x5, 

|  XXXV, 

If you bave Knave, Ten, Eight, and one 
{wall Trump, begin with the Knave, in order 
to prevent the Nine from making a "Trick. 

XXXVI. | e 

If you have Ten, Nine, Eight, and one 
mall Trump, begin with the Ten, which 
leaves it in your Partner's Diſeretion, whethes 
he will paſs it or not. © 10 

XXXVII. 

If you have Ten, and three ſmall Trumps, 

begin with a ſmall one. : 


* 


CHAP. 


% Afr 77 K 


Wy CHA P> NR 
Some PARTICULAR RuLgs to be obſerved, 
| | J. \ . 


1 ou have Ace, King, and four ſmall 
— with a good Suit, yvu muſt play 
three Rounds of Trumps, otherwiſe you may 
have your ſtrong Suit trump ed.. 
. F an Foe F-1t 4 
If you have King, Queen, and four ſanall 
Trumps, with a good Suit, trump out with the 
King, becauſe when you have the Lead again, 
you will have three Rounds of Trumps. 
III. ! a N , 

If you have King, Queen, Ten, and three 
ſmall Trumps, - with a good Suit, trump out 
with the King, in Expectation of the Enave's 
falling at the ſecond Round; and do hot wait to 
fineſſe the Ten, for Fear your ſtrong Suit ſhould 
be trumped, _ Dos we 
T3 AV. 


If you have Queen, Knave, and three ſmall 
Trumps, with à good Suit, trump out wittt 
- a ſmall one. e 

2-0 


If you have the Queen, 'Knave, Nine; an 
two ſmall Trumps, with a good Suit, trump eu 
with the Queen, in Expectation of the Ten's 
falling at the ſecond Round; and do not wait 
to fineſſe the Nine, but trump out a ſecond 

1 Time, 


* 


— 
* 


ſmall Trumps, Wich a 


I 
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Time, for the Reaſons aſſigned in Caſe III. in 
this Chapter; OY | 
ET: oF Win; 


| If you have K nave, Ten, and three ſmall 
Trumps, with a good Suit, trump out with a 
ſmall one. x | 


If you have Kgare ave, Ten, Ei „and two 
* a good pus out 

with the Knave, in Expectation of the Nine's 

falling at the ſecond Round, » ' © 
| . 0, COVER £59 750 7 
If you have Ten, Nine, Eight, and one ſmall 


y 


\ 


Trump, with a good Suit, trump out with the 


Ten. 2 


C HAP. III. 


ParTIcuLaR Gaus, and the Manner in 


which they are to be played, after a Liarner 
has made ſome Progreſs in 38 


Seer you are elder Hand, and fhat 


vour Game conſiſts of King, Queen, and 

nave of one Suit; Ace, King, Queen, and 
two ſmall Cards of another Suit; King and 
Queen of the third Suit, and three ſmall 
Trumps: Query, How is this Hand to be 


your beſt Suit (or a Trump) which informs 
your Partner that you have the Command of 
that Suit ; but you are nat to proceed with the 


King of the ſame Suit, but you malt play a 


rump 


played? You. are to begin with the Ace of 


% 
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rump next; and if you find your Partner 
has no Strength to ſupport you in Trumps, 
and that your. Adverſary plays to our weak 
Suit, viz. the King and Queen only, in that 
Caſe play the King of the Suit which belongs 
to the beſt Suit; and if you obſerve a Proba- 
bility of either of your Adverſaries being likely 
to trump that Suit, proceed then and play the 
King of the Suit of whigh you have King, 
Queen, and Knave. If iflhou'd ſo happen, 
that your Adverſaries do not. play to your 
weakeſt Suit, in that Caſe, though apparently 
our _—_— can give you no Aſſiſtance in 
rumps, purſue your Scheme of trumping out 
as often as the Lead comes into your Hand: 
By which Means, ſuppoſing your Partner to 
have but two Trumps, and that your Adver- 
ſaries have four each, by three Rounds of 


— — there remain only two Trumps 
you. a+ » "Ra 
14, K 
| Elder Hand. | 

Suppoſe you have Ace, King, -Queen, and 
one ſmall Trump, with a Sequence from the 
A hy five in another Suit, with four other 
Cards of no Value. Begin with the Queen of 
Trumps, and purſue the Lead wick the Are, 
which demonſtrates to your Partner that you 
have the King: And as it would be bad Play 
to purſue Trumps the third Round, till you 


have firſt ee d Eb 12 


Suit, by ſtopping tus, it likew 
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your Partner that you have the 
rum — _ 3. becauſe, if you had 
rey” wr wo Trumpemore, and 
— — Joy twice, you could = vr 


S b n the King the thied 

d. Mt ng tex ge, wes and with. 
the ae has kad 
e plays it, which makes Room for your Suit. 
nd ſince you have let your Partner into the 
8 S | 
Wa he will 
35 to you, wich a 
| hat you ing clears your Adverſaries Hands 


their Trumps. 


III. 
Saad Player. | 

Suppoſe you. have Ace, King, and two ſmall 
WI rumps, with a Quint-Major of another Suit 
Wn the third Suit you have 1 ſmall Cards, 
nd in the fourth Suit one. Your 223 
n your Right-Hand begins with playi 

Ace of your weak Suit, and then proce 
play the King: In that Caſe, do not trump i = 
dut throw away a loling Card, and if he pro- 
eeds to play the Queen, throw away another 
ing Card 3 and do the like the fourth Time, 
n Hopes your Partner may trump it, who will 
n that Caſe. "22:4 a Trump, or will, play to 
our firong Suit. If Trumps are pla » £9.00 
with them two Rounds, and then \ Fri 

lay your ſtrong gan ; by which Means, if 


there 
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there happens to be four Trumps in one of your 
- Adverſaries Hands, and two in the other, 
which is nearly the Caſe, your Partner being 
intitled to have three Trumps out of the nine, 
conſequently there remain only ſix Trumps, 
between the Adverfaries; your — Suit 
forces their beſt Trumps, and you havea Proba- 
bility of making the odd Trick in your own 
Hand only ; whereas if you had trumped one 
of your Adverſaries beſt Cards, you had fo wea- 
kenedyour Hand, as probably not to make more 
than five Tricks without your Partner's Help. 
IV. . ' bs 

Suppoſe you have Ace, Queen, and three 
ſmall Trumps ; Ace, Queen, Ten, and Nine 
of another Suit; with'two ſmall Cards of each 
of the other Suits : Your Partner leads to your 
Ace, Queen, Ten, and Nine; and as this 
Game requires rather to deceive your Adver- 
faries, than to inform your Partyer, put up 
_ the Nine, which naturally leads the Adverſary 
to play Trumps, if he wing that Card. As 
ſoon as Trumps are played to you, return 
them upon your Adverſary, keeping the Com- 
mand in your own Hand. If your Adverſary 
| who led Trumps to you, puts up a Trump 
which your Partner cannot win, if he has no 
good Suit of his on to play, he will return 
our Partner's Lead, imagining that Suit lies 
tween his Partner and yours: If this Fineſſe 
of yours ſhould ſucceed, you will be 8 great 


EE. 8. ES "MW 7 . ous 


t. 
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Gainer by it, but ſcarcely poſſible to be 2 


Loſer, | 
V. | | 
Suppoſe you have Ace, King, and three ſmall 
Trumps, with a Quart from a King, and two 
ſmall Cards of another Suit, and one {mall Card 
to each of the other Suits; your Adverſary 
leads a Suit of which your Partner has a 
Quart-Major; your Partner puts up the Knave,, 
and then proceeds to play the Ace: You refuſe 
to that Suit, by playing your looſe Card; when 
your Partner plays the King, your Right-hand 
Adverſary trumps it, ſuppoſe with the Knave 
or Ten, do not overtrump him, which may 
probably loſe you two or three Tricks by 
weakening of your Hand ; But if he leads to 
the Suit of which you have none, trump it, and. 
then play the loweſt of your Sequence, in order 
to get the Ace either out of your Partner's or 
Adverſaries Hand; which accompliſhed, as 
ſoon as you get the Lead, play ewe Rounds of 
Trumps, and then proceed to pl y your ſtrong 
Suit. Inſtead of your Adverla playi 


Suit. But — will ſeldom find this 
practiſed, except by moderate Players. 


C CHAP. 
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R 
Games to be flayed, with certain Ol ſeruations 
Thereby you are aſſured that your Partner has 
no more of the Suit played cither by yourſelf or 


* him, | | 
995 J. Firſt Example. =T 
UPPOSE you lead from Queen, Ten, 
Nine, and two ſmall Cards of any Suit, the 
ſecond Hand puts on the Knave, your Partner 
plays the Eight; in this Caſe, you having 
Queen, Ten, and Nine, it is a Demonſtration, 
if he plays well, that he can have no more of 
that Suit. Therefore, by that Diſcovery, you 
may play your Game accordingly, either by 
forcing him to trump that Suit, if you are 
— in Trumps, or by playing ſome other 
uit. 3 2 | 
| IT. Second Example. | 
 * Suppoſe you have King, Queen, and Ten 
of a Suit, and % wh lead your King, your Part- 
ner plays the Knave, this demonſtrates he has 
no more of that Suit, 5 
III. Third Example, which varies from the two 
4 1% former. 5055 | 
- Suppoſe you have King, Queen, and many 
more of a Suit, and you begin with the King, 
in ſome Caſes it is good Play in a Partner, when 
he has the Ace — one ſmall Card in that Suit 
only, to win his Partner's King with his Ace; 
for ſuppoſe he is very ſtrong in Trumps, by 
taking his Partner's King with the Ace, he 
y 4 trumps 
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trumps out, and after he has cleared the Board 
of Trumps, he returns his Partner's Lead; and 
having parted with the Ace of that Suit, he has 
made od for his Partner to make that whole 
Suit, which poſſibly could not have been done 
if he had kept the Command in his Hand. 
And ſuppoſing his Partner has no other good 
Card in his Hand beſides that Suit, e loſes 
nothing by the Ace's taking of his King; but 
if it ſhould ſo happen that he has a good Card 
to bring in that Suit, he gains all the Tricks 
which he makes in that Sunt, by this Method of 
Play: And as your Partner has taken your King 
with the Ace, and trumps out upon ſt, vou 
have Reaſon to judge he has one of that Suit 
to return you; therefore do not throw, aw 
any of that Suit, even to keep a King or el 
guarded, \ N 


* 


C RAD. wo 

Particular Games both to endeavour ie dert iue and 

diftrifs your Adver ſariei, and te demonſtrate 
jour Game to your Pariner. 

| I. Hirt Example. ali dun 

UPPOSE I play the Ace of a Suit of 

which Thave Ace, King, and three ſmal] 

ones ; the laſt Player does not chuſę to trump 
it, having none of the Suit 3 if F am not ſton 
enough in Trumps, I muſt not play but t 
King, but keep the Command of that Suit in 
my Hand by playing of a ſmall one, which k 
muſt do in order to weaker his Game. 
| C 2 II. 


—__—_——— ̃ ͤ ů— 
P 
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II. Second Example. 
Tf a Suit is led, of which I have none, and a 
moral Certainty that my Partner has not the 
beſt of that Suit, in order to deceive the Adver- 
ſary I throw away my ſtrong Suit; but to clear 
up Doubts to my Partner, when he has the 
Lead I throw away my weak Suit. This Me- 
thod of Play will generally ſucceed, unleſs you 
play with very good Players, and even with 
them, you will oftener gain than loſe by this 
Method of Play. | 
CHAP, VI. 
Particular Games to be played, by which you run 
the Rift of lofing one Trick only to gain three, 
| I. Fir Example. 


UPPOSE Clubs to be Trumps, a Heart 

is played by your Adverſary; your Partner 
having none of that Suit, throws away a 
Spade; you are then to judge his Hand is com- 
poſed o bs and Diamonds; and ſuppoſe 
ou win that Trick, and being too weak ig 
Trumps, ou dare not force him; and ſuppoſe 
ou ſhall have King, K nave, and one ſmall 
Diamond; and further, ſuppoſe your Partner 
to have Queen and five — in that 
Caſe, by throwing out your King in your firſt 
ad, and your ve in your ſecond, your 
Partner and you may win five Tricks in that 
Suit ; whereas if you had led a ſmall Diamond, 
and your Partner's Queen having been won-with 
the Ace, the King and Knave remaining in 
your 


_—_— —_  W—__—— 
b — —_ 
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your Hand, obſtructs his Suit: And though 
he may have the logg Trump, yet by playing . 
a ſmall Diamond, and his long Trump having 
been forced out of his Hand, you loſe by this 
Method of Play three Tricks in that Deal, 


II. Second Example. 


Suppoſe, in the like Caſe of the former, 
ſhould have Queen, Ten, and one ſmall Card 
in your Partner's ſtrong Suit; which is to be 
diſcovered by the former Example; and ſup» 
ſe your Partner to have Knave and five ſmall 
ards in his ſtrong Suit; you having the Lead 
are to play your Queen, and oops you play | 
again you are to play your Jen ; and ſuppoſe 
him to have the long Trump, by this Method 
he makes four Tricks in that Suit; but ſhauld 

ou play a ſmall one in that Suit, his Knave 
ing gone, and the remaining in 
your Hand in the ſecond Round of play: 
that Suit, and the long Trump being _ 
out of his Hand, the Gen remaining in your 
Hand obſtruQts the Suit, by which Method of 
Play you loſe three Tricks in that Deal. 


III. Third Example. 


In the former Examples you have been ſup- 
3 to have had the Lead, and by. that 
eans have had an Opportunity of throwing 
out the beſt Cards in your Hand of your Part- 
ner's ſtrong Suit, in order to make room for 
the whole Suit; we will now ſuppoſe your 
Partner is to lead, _ in the Courſe of Play, 
4 it 
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it appears to you that your Partner has one 
great Suit; ſuppoſe Ace, King, and four ſmall 
ones, and that you have Queen, Ten, Nine, 
and a very ſmall one of that Suit; when your 
Partner plays the Ace, you are to play the 
Nine; when he plays the King, you are to 
play the Ten; by which means you ſee, in the 
third Round,, you make your Queen, and hav- 
ing a ſmall one remaining; you do not obſtruct 
your Partner's great Suit ; whereas if you had 
kept your Queen and Ten, andthe Knave have 
fallen from the Adverſaries, you had loſt twe 
Tricks in that Deal. | 3 
IV. Fourth Example. | 
Suppoſe in the Courſe of Play, as in the 
former Cafe, you find your Partner to have one 
great Suit, and that you have King, Ten, and 
a ſmall one of that Suit ; your Partner leads 
the Ace, in that Caſe play your Ten, and in 
the ſecond your King: This Method is to pre< 
vent a Poſſibility of obſtructing your Partner's 
great Suit. | 3 nf 1 6 ' W- 7 b 
28 | fi, V. . Fifth Example, 8 
Suppoſe your Partner-has Ace, King, and 
four ſmall Cards in his great Suit, and that you 
have Queen, Ten, and a ſmall Card, in that 
Suit; when he plays his Ace, do you play 
your Ten, and when he plays his King, do 
* play your Queen; by which Method ob 
lay you only riſk one Trick to get four. + 


VI. 


5 
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VI. $:ixth Example. 
We will now ſuppoſe 2 to have five Cards 

of your Partner's ſtrong Suit. vi. Queen, Ten, / 
Nine, Eight, and a ſmall; one; and that your 
Partner has Ace, King, and-ſour ſmall ones; 
when your Partner plays the Ace, do you play 
your Eight; when he plays the King, do you 
play your Nine; and in the third Round; 
no Body having any of that Suit, except your 
Partner and you, proceed then to play the 
Queen, and then the Ten; and having a ſmall 
ane remaining, and your Partner two, you 
thereby gain a Trick, which you could not 
have done but by playing the high Cards, and 
by keeping a ſmall one to play to your Partner. 


Particular Games to be played when your Aduer- 
ſary turns up an Honour on your Right-hand, 
with Directions how to play when an Honour is 
turned up on your Left 1131 B 


| IJ. Firſt Example. | 
8 PPOSEthe Knaveis turned up * 
- Right-hand, and that you have Ki 
Queen, and Ten; in order to win the. Knave, _ 
begin to play with your King; by which Me- 
thod of Play, your Partner may ee to. 
pecially if 


have. Queen and Ten remaining, | 
you have a ſecond Lead, and that you do not 
proceed to play your Queen. 1 


01 metas . 
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| II. Second Example. 
The Knave being turned up as before, and 
that you have Ace, — and Ten, by play- 
| + ing of your Queen, it anſwers the like Purpoſe 
| of the former Rule. 
IH. Third Example. 
Ik the Queen is turned up on your Right- 
hand, and that you have Ace, King, and 
Knave, by playing your King it anſwers the 
like Purpoſe of the former Rule. 
IV. Fourth Example. 

Suppoſe an Honour is turned up on your 
Left-hand, and ſuppoſe you ſhould held no Ho- 
nour, in that Caſe you are to play Trumps 
through.that Honour ; but in caſe you ſhould 
hold an Honour (except the Ace) you muſt be 
cautious how vou play I'rumps, becauſe, in TY 
your Partner holds no Honour, your Adverſa« 
ry will play your on Game upon you. 


CHAP. VII. 


A Cas to demonſlrate the Danger of forcing 
| your Partner. 

| + | ; 

UPPOSE A and B Partners, and that 

- CI AF has a Quint-Major in Trumps, with a” 

Sar, and th and three ſmall Cards ef another 


Suit, and that A has the Lead ; and let us ſup- 

ſe the Adverſaries C and D to have only five 

FTrumps in either Hand: In this Caſe, A, bav- 
ing the Lead, win severy Trick, us 


* Ss. 


the Game of WHIST. 33 


II. 


Suppoſe, on the contrary, C has five ſmall 
Trumps, with a Quint-Major and three (mall 
Cards of another Suit, and that C has the 
Lead, who forces A to trump firſt, by which 
means A wins only five Tricks, - | 


III. | 
A Cask to demonſtrate the Advantage by @ 


Saw. 

Suppoſe A and B Partners, and that 4 has 
a Quart-Major in Clubs, they being Trumps, 
another Quart-Major in Hearts, another Quart» 
Major in Diamonds, and the Ace of Spades : 
And let us ſuppoſe the Adverſaries C and D to 
have the following Cards, viz. C has four 
Trumps, eight Hearts, and one Spade; D has 
tive Trumps, and eight Diamonds; C being to 
lead, plays an Heart, D trumps it; Dplays a 
Diamond, C trumps it; and thus purſuing the 
Saw, each Partner ' trumps a Quart-Major of 
4's, and C being to play at the ninth Trick, 
plays a Spade, which O trumps ; thus C and 
D er — the 8 3 and leave 4 
with his Quart-Major in I rumps only. 

The foregoing Caſe ſhews, that — 
you gain the Advantage of eſtabliſhing of a 
aw, it is your Intereſt to embrace it. 


[ What follows in this Treatiſe is the Addition 
promiſed, ] 
GY CHAP, 
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CHAP. IX. 


Containing Variety of CAsks, intermiæed with 
.CaLCcuLlaTioONs, demonſtrating when 
it is proper, at ſecond Hand, to put up the 
King, Jueen, Knave, or Ten, with one ſmall 
Catd of any Stuit, Be. 
UPPOSE you have four ſmall Trumps, 

in the three other Suits you have one Trick 
ſecure in each of them; and ſuppoſe your Part- 
ner has no Trump, in that Caſe the remaining 


nine Trumps muſt be divided between your 


Adverſaries; ſuppoſe five in one Hand, and 
four in the other, as often as you have the 
Lead, play Trumps: And ſuppoſe you ſhould 
have four Leads, in that Caſe, you ſee your 
Adverſaries make only five Tricks out of nine 
Trumps; whereas if you had ſuffered them to 
make their Trumps ſingle, they might poſſibly 
have made nine Tricks. ait 
By this Example, you fee the Neceſſity there 
is of taking out two Trumps for one upon moſt 
Occaſions. 2 offi 
Vet there is an Exception to the foregoing 
Rule, becauſe if you find in the Courſe of Play, 
that your Adverſaries are very ſtrong in any 


particular Suit, and that your Partner can give 


you no Aſſiſtance in that Suit, in ſuch a 
you are to examine your own, and alſo your 


Adverſaries Scores, becauſe by keeping ane 


rump 


ith 
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Trump in your Hand to trump ſuch Suit, it 
may be either a Means to ſave or win a Game. 

| II. ? 1 „ie 
Suppoſe you have Ace, Queen, and two 
ſmall Cards f any Suit; „ Ad- 
verſary leads that Suit; in that Caſe, do not 
put up your Queen, becauſe it is an equal Wa- 
ger that your Partner has a better Card in that 
uit than the third Hand; if ſo, you have the 
Command of that Suit. „ 1. 
An Exception to the foregoing Rule is, in 
caſe you want the Lead, then you are to put 
up your Queen. | f 
l III. N 
Never chooſe to lead from King, Knave 
and one ſmall Card in any Suit, becauſe it is 2 
to 1 that your Partner has not the Ace, and 
alſo 32 to 25, or about 5 to 4, that he has Ace 
or Queen; and therefore, as you have on! 
about 5 to 4 in your Favour, and as you mu 
have four Cards in ſome other Suit, ſuppoſe the 
Ten to.be the higheſt, lead that Suit, becauſe 
it is an equal Wager that your Partner has a 
better Card in. that Suit than the: laſt, Playen: 
And if the Ace-of:the firſt mentioned Suit lies 
behind you, which4s an equal Wager it ſhould 
ſo happen, in caſe your Partner has it not; in 
this Caſe, on your Adyerſaries Jeading this 
Suit, you prabably make. two Tricks in it by 
this Method of Play. ge 


| Yo 6 l — ts 21 9 | bt: "ry Y 
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Suppofe in the Courſe of Play it appears to 
u, that your Partner and you have four or 
e Trumps remaining, when your Adverſaries 
have hone, and that you have no winning Card 
in your Hand, but that you have Reaſon to 
judge that your Partner has a thirteenth Card, 
or Save other winning Card in his Hand; in 
that Caſe play a ſmall Trump, to put the Lead 
into his Hand, in order to throw away an 
loſing Card in your Hand, upon ſuch thirteen 
vor Other good Card. 


CG H A P. þ ef | 
Some D1RECT1ONS for putting up at ſecond 
Hand, King, Queen, Knave, or Ten 7 any 
Suit, &c. | a 
| 


Sas: you have the Ki 


53 þ 
'J ſmall Card of any Suit, and that your 

ight-hand Adverſary plays that Suit; if he is 
a good Player, do not put up the King, unleſs 
you want the Lead, PO 7 yer ſel- 
dom leads from a Suit of which he has the Ace, 
| but keeps it in his Hand (after the Trumps 

| are played out) to bring in his ſtrong Suir, 
Th * . 
Suppoſe you have a Queen, and one ſmall 
þ Card of any Suit, and that your Right-hand 
| Adverſary leads that Suit; do not put on your 
Queen, becauſe ſuppoſe the Adverfary has led 
from the Ace and Knave, in that Caſe, upon 
the 


«a Fenn 1 r 
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the Return of that Suit, your Adverſary fineſſes 
the Knave, which is ly good Play, eſpe- 
cially if his Partner bas 1. the King, you 
thereby make your Queen; but by putting on 
the Queen, it ſhews your Adverſary that you 
have no Strength in that Suit, and conſequently 
puts him upon fineſſing upon your Partner 
throughout that whole Suit. 

III. 


In the former Examples you have been in- 
formed, when it is thought proper to put up 
the King or Queen at ſecond Hand ; you are 
likewiſe to obſerve, in caſe you ſhould have the 
Knave or Ten of any Suit, with a ſmall Card 
of the ſame Suit, it is — Play to put 
up either of them at ſecond Hand, becauſe it 
is five to two that the third Hand has either 
Ace, King, or Queen of the Suit led ; it there- 
fore follows, that as the Odds againſt you are 
five to two, and nw ſhould ſucceed ſome- 
times by this Method of Play, yet in the main 
you muſt be a Loſer, becauſe it demonſtrates 
- your — that you are weak in that 

uit, and conſequently they ſineſſe upon 
Partner throughout that — Suit. 1 

IV. 

Suppoſe you have Ace, King, and three 
ſmall Cards of a Suit, your Right-hand Adver- 
fary leads that Suit z upon which you play your 
Ace, and your Partner plays the Knave. In 
caſe you are ſtrong in Trumps, are to re- 
turn a ſmall one in that Suit, in order to let 

your 
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your Partner trump it: And this Conſequence 


attends ſuch Play, viz. you keep the Command 
of that Suit in your own Hand, and at the 
ſame Time, it gives your Partner an Intimation 
that you are ſtrongin Trumps ; and therefore; 
he may play his then accordingly, either in 
attempting to eſtabliſh a Saw, or by trumping 


out to you, if he has either Strength in Trumps, 


or the Commend of the other Suits. 


”_ 


Suppoſe A and B's. Game is ſcored 6, the 


 Adverſaries C and D is ſcored 7, and that 9 
Cards are played out, of which A and B have 
won 7 Tricks, and ſuppoſe no Honours are 
reckoned in that Deal; in- this Caſe 4 and B 
bave won the odd Trick, whieh puts their 
Game upon an Equality; and ſuppoſe A to have 
the Lead, and that 4 has two of the ſmalleſt 
Trumps remaining, with two winning Cards of 
other Suits; and ſuppoſe C and D. have the two 
beſt Trumps between them, with two other 
winning Cards in their Hands, Quere, How are 
you to play this Game ? It is 11 to 3 that-C 
has not the 2 Trumps; and likewiſe, 11 to 3 
that D has them not : the Odds being ſo much 
in 4's Favour to win the whole Stake, it is his 
Intereſt to play a Trump ; for ſuppoſe the Stake 
to be 70 /. depending, A wins the whole Stake, 
if he ſucceeds by this Method of Play; but 
ſhould he play the cloſe Game, by forcing C Fr 
to trump firſt, he having won the odd 150 

already, and being ſure of winning two more in 


his 


© 
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his own Hand; by this Method his Game will 
be ſcored 9 to 7, which is about 3 to 2, and, 


ro therefore, A's Share of the 70 l. will amount 
e, only to 42 J. and, by this Method, A only ſe- 
in eures 7 J. Profit; but in the other Caſe, upon 

Suppoſition that 4 and B have 11 to 3 of the 


Stake depending, as aforeſaid, by playing his 
Trump, he is entitled to 55 l. out of the 70 l. 
depending. | 

The foregoing, Caſe being duly attended to, 


he may be applied to the like Purpoſe in other 
'9 Parts of the Game. — 1 

ve | | 

re CHAP. XI. ; 


Some DiRECTIONs how to play when an Ace, 
King, or Queen, are turned up on your Right- 
| Hand, &c. . 0 


IK „ 2 2 11 8 
er 8 the Ace is turned up on yout 
re Right- hand, and that you have the Ten and 
4 Nine of Trumps only, with Ace, King, and 
3 Qucen of another Suit, and eight Cards of no 
ch Value, Quere, how muſt this Game be played ? 
is Begin with the Ace of the Suit of which you 


have the Ace, King, and Queen, which is an 
Information to your Partner that you have the 
Command of that Suit; then play your Ten of 
Trumps, becauſe it is five to two that your Part- 
ner has King, Queen, or Knave of Trumps; 
and tho' it is about ſeven to two that your Part- 
ner has not two Honours, yet, ſhould he chance 

p to 
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to have them, and they prove to be the King and 
Knave, in that Caſe, as your Partner will paſs 
your Ten of Trumps, and as it is 13 to 12 
_—_ the laſt Player for holding the Queen of 

rumps, upon Suppoſttion your Partner has it 
not, in that Caſe, when your Partner has the 
Lead, he plays to your ſtrong Suit, and u 
your having the Lead, you areto play the Nine 
of Trumps, which puts it in your Partner's 
Power to be almoſt certain of winning the 
Qyeen if he lies behind it. 

The foregoing Caſe ſhews, that turning up 
of an Ace rink you, may be made leſs bene- 
ficial to your Adverſanes, provided you play by 
this Rule. "_ ; 


If the King or Queen are turned up on your 
Right-hand, the like Method of Play may be 
made uſe of; but you are always ta diſtinguiſh 
the Difference of your Partner's ity, be- 
cauſe a good Player will make a proper Uſe of 
ſuch Play, but a bad one ſeldom, it ever, 

III. | 

Suppoſe the Adverſary on your Right-hand 
leads bs King of Trumps, hard ths — ſhould 
have the Ace and four ſmall Trumps, with a 
good Suit ; inthis Caſe it is your Intereſt to paſs 
the King ; and though he ſhould have King, 
Queen, and K nave of Trumps, with one more, 
if he is a moderate Player, he will play the 
ſmall one, imagining that his Partner has the 
Ace; when he plays the {mall one, you gy” 

ü 
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paſs it, becauſe it is an equal Wager that your 
partner has a better Trump thanthe laſt Player; 
if ſo, and that = happens e, a = 
rable Player, he will judge you have a 
Reaſon for this Method of Play, and conſe- 
— if he has a third Trump remaining 
he will play it, if not, he will play his be 


Suit. 
IV. 0 
A critical CAsx to win an odd Trick. 


Suppoſe A and B Partners againſt C and D 
and ſuppoſe the Game to be Nine all; and 
ſuppoſe all the Trumps are played out, 4 be- 
ing the laſt Player, has the Ace and four other 
ſmall Cards of a Suit in his Hand, and one 
thirteenth Card remaining; B has only two 
ſmall Cards of 4s Suit; C has Queen and two 
other ſmall Cards af that Suit; © has King, 
Knave, and one imall Cara of the fame Suit. 
A and B have won three Tricks, Cand D have 
won four Tricks; it therefore follows that 
i to win four Tricks outof the Six Cards in his 
Hand, in order to win the Game. C leads this 
duit, and D puts up the King; 4 gives him 
that Trick, D returns that Suit, 4 * it, and 
C puts up his Queen: Thus Cand D have won 
lix Ticks, and C imagining the Ace of that 
duit to be in his Partner's Hand, returns it ; by 
which means A wins the four laſt Tricks, and 
Qnſequently the Game, 7 


1 —— * 
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Suppoſe you ſhould have the King and' five 

ſmall Trumps, and that your right-hand Ad- 

verſary plays the Queen ; in that Cafe do'not 
put on your King, becauſe it is an equal Wager 
that your Partner has the Ace j and ſuppoſe 
you Adverſary ſhould have Queen, Knave, 

en, and one ſmall Trump, it is alſo an 

equal Wager that the Ace lies ſingle, either in 
your Adverſary's Hand or Partper's; in, either 
of which Caſes it is bad Play to put on your 
King; but if the Queen of Trumps is led, and 
that you ſhould happen ta have the King, with 
two or three Trumps, itis the beſt Play to put on 
the King, becauſe it is good Play to lead from 
the Queen and one ſmail Trump only; and 
in that Caſe, ſhould yout Partner have the 

Dany N and your left-hand your! as 

ſary hold the Ace, your neglecting to put on the 

King is the Loſs l a K "I 
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0 . evi 
The Ten or Nine being turned up on your Right- Wi 

q 1 Hand, &. i Hitt! 5 
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"-UPPOSE the Ten is turned up'or 5 

5 „ ms and that you ſhould hau 
King, Knave, Nine, and two ſmall "Trumps, en 
with eight other Cards of no Value, and that it n 
is proper for you to lead Trumps, in that Cale, Nou 


begin with the Knave, in order W 0 
a * 
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Ten from making of a Trick,; and tho? it is 
but about five to four that 775 Partner holds 
an Honour, yet if that ſhould fail, by fineſſing 
your Nine on the Return of Trumps from your 
artner, you have the Ten in your Power. 


ger 
Doſe IE n 1 q 245 
we, The Nine being turned up on your Right- 

an Hand, and that you ſhould have Knave, Len, 


Eight, and two ſmall Trumps, by leading the 
Knaveit anſwers the like-Purpoſe of the former 
ale. we 4 


III. | 
| FS [3 39, 20p41 4 2 
You are to make a wide Difference between a 
Lead of Choice, and a forced Lead of your 
artner's ; becauſe, in the firſt Caſe, he is ſup- 
poſed to lead ſrom his beſt Suit, and finding 
ou deficient in that Suit, and not being ſtrong 
nough in Trumps, and not daring toforce you, 
he then plays his next beſt Suit; by which AK 
eration of Play, it is next to a Demonſtration 
hat he is weak in Trumps: But ſhould he per- 
? evere, by playing off his firſt Lead, if he is 
ih- good Player, you are to judge him ſtrong in 

rumps, and it is a DireQion for you to p 
your Game accordingly, Beth tak and. 
IV, 


There is nothing more perniciousatthe Game 
ff Whiſt, than to change Suits often, becauſe 
n every new Suit you run the Riſk of giving 
your Advetſary the Tenace; and therefore, tho? 
ou lead from a Suit of which you have the 


Queen 
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Queen, Ten, and three ſmall ones, and your 
Partner puts up the Nine only, in that Caſe, if 
you ſhould happen to be weak in Trumps, and 
that you have no tolerable Suit to lead from, it 
is your beſt Play to purſue the Lead of that Suit 
by playing your Queen, which leaves it in your 
r's Option whether he will trump it ot 
not, in caſe he has no more of that Suit ; but 
in your ſecond Lead, in Caſe you ſhould hap- 
pen to have the Queen or Knave of any other 
Suit, with one Card only of the ſame Suit, it 
would be better Play to from your Queen 
or K nave of either of theſe Suits, it — 
to 2 that your Partner has one Honour at 
in either of thoſe Suits. | 


v. 
If you have Ace, King, and one ſmall Card 
of any Suit, with four Trumps; if yoar rights 
band Adverſary leads:that Suit, paſs it, hecauſ 
it is an equal Wager that your Partaer has 4 
better Card in chat Suit than che third Hand 
if fo, you gain a Trick by it 3 if other wile, a 
you have four Trumps, you need not fear u 
ole by it, becaufe when Trumps are players 
you may be ſuppoſed to have the long Trum 


CHAP, 
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CHAP, XIII. 


4 CauTi1ON mot to part with the Command of 
your Adverſary's great Suit, &c. 
| L | 
N caſe you, ate weak in Trumps, and that 
it does nat appear that your Partner is very 
ſtrong in them, be very cautious how you part 
ith the Command of your Adverſary's great 
uit: For ſuppoſe your Adverfary plays a Suit 
f which you have Kin » Queen, and one ſmall 
ard only, the — leads the Ace, and, 
upon playing the ſame Suit, you play your 
Jucen, which makes it almoſt certain to your 
artner that you have the King; and ſuppoſe 
our Partner refuſes to that Suit, do not play. 
he King, becauſe if the Leader of that Suit 
r his Partner have the long Trump, you riſk 
he loſing of three Tricks to get one. 
II. ey 
Suppoſe your Partner has Ten Cards remain- 
ng in his Hand, and that it appears to you that 
hey conſiſt of Trumps and one Suit only; and 
uppoſe you ſhould have King, Ten and one 
mall Card of his ſtrong Suit, with Queen and 
wo (mall Trumps ; in this Caſe, you are to 
uige he has five Cards of each Suit, and 
therefore yu ought to play out the King of 
is ſtrong Suit; and if you win that Trick, 
dur next Play is, to throw out the Queen of 
«rumps ; if that likewiſe comes home, proceed 
5 8 0 


* 
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to play Trumps: This Method of Play may be 
made uſe of at any Score of the Game, except 
at 4 and 9. 6 
n vie. A000 pl | 

The TRUMP turned up to be remembered. 


It is ſo neceſſary that the Trump turned up 
* ſhould be known and remembered, both by the 
Dealer and his Partner, that we think it pro- 
per to obſerve, that the Dealer ſhould always 
fo place that Card, as to be certam of haviny 
Recourſe to it: For ſuppoſe it to be only a 5, 
and that the Dealer has two more, vis. the 6 
and 9, if his Partner trumps out with Ace and 
King, he ought to play his 6 and 9 ; becauſe, 
let us ſuppoſe your Partner to have Ace, King, 
and four ſmall Trumps; in this Caſe, by your 
Partner's knowing you have the 5 remaining, WP 
you may win many Tricks. | 


IV. 


Your Right hand Adverſary leads a Suit fu 
which you have the Ten and two ſmall ones; 
the third Hand puts up the Knave, your Part- 
ner wins it with the King] when your Right- 
hand Adverſary leads that Suit again, Ind plays 
a ſmall one, do you put on your Ten, becauſe 
it may fave your Partner's Ace, upon Suppo- 
fition that your Right-hand Adverfary led Fon 
the Queen; you will ſeldom fail of Suceeſsh 

this Method of Play. | .. 


* * 
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* 
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Suppoſe you have the beſt Trump, and that 
he * A has one Trump only remain- 
ng, and that it appears to you-that your Ad- 
erfary B has a great Suit; in this Ciſe, tho” 
ou permit A to mako his Trump, yet by keep- 
nz the Trump in your Hand, you prevent the 
\dverſary B from making his great Suit; 
hereas, if you had taken out 4s Trump, it 
ad made only one Trick Difference; but by 


s Mcthod you probably fave three or four 
As Tricks, | : 

he 6 VI. : 
and The following CAs happens frequimtly. 

auſe, That you have two Trumps remaining 
ing, hen your Adverſaries have only one, and it 
your {WS prears to you that your Partner has one great 


duit ; in this Caſe always play a Trump, tho” 
ou have the worſt, becauſe by removing the 
I'rump out of your Adverſaries Hands, there \ 


an be no Obſtruction to your Partner's great 
uit of uit. A ow 
nes; pf ER. 5 
Par- Suppoſe you ſhould have three Trumps when 
o Body elſe has any, and that vou ſhould 
plan ve only four Cards of any certain Suit re- 
cauſe aining ; in this Caſe play a Trump, which 
uPP news your Partner that you have all the Trumpsy 
roa BE nd alſo gives you a fair Chance for one of youl 
eſs v) BFA Jverfaries to throw away one Card ofthe afore- 


aid Suit; by which means, ſuppoſing that Suit 
o have been once led, and one thrown — 
makes 
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makes five, and four remaining in your Hand 
makes nine, there being only four remaining 
between three Hands, and your Partner having 
an equal 1 hold a better Card in that 
Suit than the laſt Player, it therefore follows 
that you have an equal Chance to make three 
Tricks in that Suit, Which probably could not 
have been done but by this Method of Play. 


VIII. 


Suppoſe you have five Trumps, and fix 
ſmall Cards of any Suit, and you are to lead; 
the beſt Play is to lead from the Suit of which 
you have fix, becauſe, as you are deficient jn 
two Suits, your Adverſaries will probably 
trump out, which is playing your own Game 
for you; whereas had you begun with playing 
Trumps, they would force you, and conſe- 

quently deſtroy your Game. 


CHAP. XIV. 


Some Purchaſers of the TREATISE in Man 
. ſcript, diſpoſed of ſome time ſince, having di- 
fired a Jour SO on — the 
playing of Sequences, they are gined it 
the following — f Ye 
I. | 

N Trumps you are to play the higheſt of 
I your Sequences, unleſs a ſhould have 
Ace, King, and Queen; in that Cafe 


CT 


play the 
— 16 Jet your — Bia 
q 


of your Game, 
1 85 
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In Suits which are not Trumps, if you have 

a Sequence of King Queen, and Knave, and 
to ſmall ones; whether you are ſtrong in 
Trumps or not, it is the beſt Play to begin 

with the Knave, becauſe by getting the Ace 


out of any Hand, you make Room ſor the 
whole Suit. * e eee 
IH; a2 + 75331 1 18 

And in caſe you are ſtrong in Trumps, ſup- 
poſing you ſhould have a Sequence of Queen, 
Knave, Ten, and two ſmall Cards of any Suit; 
in that Caſe, you ought to play the higheſt of 
your Sequence, becauſe, if either of the Ad- 
verſaries ſhould trump that Suit in the ſegond 


Round, by being rong in Trumps, you fetch 
out their, 1 rumps; make the 
Remainder of that Suit. . 


i © F406? 
The like Method may be taken, if vou 
ſhould happen to have a-Sequence. by Knave, 
Ten, Nine, and two ſmall Cards of any Suit. 


| BY. | 
If you have a Sequence of a King; 'Quern, 
e ſmall Card of any-Soit whe-' 


ther you are ſtrong in Trumps, or otherwiſe, ' 
play your King; and do the like by any inſe- 
rior Sequences, if you have only four in 
Number, i 3$4.t; oa, Yo 24.5 B44 + 
00 23) HI ννοονοο (34s 


But if you ſhould happen to be weak in 
rumps, you muſt always begin with the 
loweſt of the I, in cafe you ſhould 
bs have 


5e A fbort TREATIS E on 


have five in Number; for, ſuppoſe your Part. 
ner to have the Ace of that Suit, he then makes 
it; and where lies the Difference whether 
ue or your Partner win a Trick ? For if you 

ad.the Ace and four ſmall Cards of any Suit, 
and are weak in Trumps, _—_— from that 
Suit, if you play well, TIN ought to play the 
Ace; if you are very ſtrong. in Trumps, you 
may play your Game as backwardas you pleaſe 
but if you are weak in wins” 101 mu To 
the geverle. 5 


VI. 


Let wenglin ain what ismeant by being tron 
or weak in I rumps, 
If you have Ace, King, and three all 
Trumps, 
King, Queen, and three ſmall Trumps. 
Queen, Knave, and three ſmall Trumps. 
_ Queen, Ten, and three ſmall-Trumps. 
©. Knave, Ten, and three ſmall Trumps. 
Queen, and four ſmall Trumps, - 
Knaye, and four ſmall Trumps, 


 Inany of the aforeſaid Caſe, 
anderſiood to be very Ar 
therefore you may playiby t 
being morally 
in Trumps. 


we underſtand you to n them. | 


© ** 
. * . 2 T 
. 4 4 F. 1 & * #7 
# > 'S » # Fe 
N 3 
: o 


% =_ 4} ua 
x " * . 


of having the — 
If you have two or three ſmall Trumpa only | 


woe ES ans 5% 6 + ' 


= 2 0 4 
CY _ . 
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What Strength in Trumps intitles = 


force your Partner at any Point of the 
Ace, and three 7 — 
King, and three ſmall Trumps. 
Queen, and three ſmall Trumps, 
Knave, and three ſmall Trumps. ' 


VIII. 

If, by Accident, either you gr the Adver- 
faries have forced your Parcng tho you are 
weak in Trumps), if he has Lead, and ' 
does not chuſe to trump out, force him on as 
often as the Lead comes into your Hand, unleſs 
you have good Suits of your own to play.” , 

IX. 


If you ſhould happen to have only too or 
* ſmall Trumps, and that your right- 
hand Adverſary leads à Suit of which you 
have none, trump it, which is an Informa- 
tion to your Partner that you are weak in 


une 
x. 


have Ace, Knave, one 
fall r our OY 
to — ſu from the King and three ſmall 
very, Whether it hs beſt Pla 
g 1 Ace or Knave f and < 
your right-hand A has three Trum 
and that your left-hand Adverſary kus the Wk 


N 
fame and pling your TE 
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is on your Right-Hand, you win a Trick by 
it; but if the Queen is on your Left Hand, 
and you ſhould, play the Ace, and then return 
the | Aa admitting your left-hand Adyer- 
ſary put on the Queen, which he ought to do, 
it is above 2 to 1 that one of the Adverſarics 
has the Ten, and conſequently you- gain no 
Tricks by playing thus. | 


a—_ OO 


* If your  Pargner has lod from the hs 
Trumps, and fuppoſe you ſhould have Ki 
Enav and one {mall 15 by putting on 
your Knave, and returning the King, it an- 
wers exactly the like Purpoſe of the former 
Rule. ; „ 3: | 
| ured Solty row max ph HP 
| 44 eee er tr 99 


Tf you are ſtrong in Trumps, and chat yos 
— * Queen, and two or. three ſmall 
Cards in any other Suit, you may lead a ſmall 
one, it being 5 to 4 that your Partner has an 
Honour in that Suit; but if you are weak in 


4 | . 4 2 7 
Trumps, you peghtto begin with ee 


— cs Ss os a > BSE 


: 


#4 SES ©! | TS 
If your Right-hand Adverſary leads, a Suit of 
which you have King, Queen, and two ot 
three ſmall Cards of che ſame Suit, you being 
ſtrong in Trumps, may paſs it; becauſe it is an 
2 Wager that your Partner thas E bettet 
Card in chat Spit I 
8 © | * : 


ALLE 
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by your Strength of Trumps, you need not fear 
making that Suit. | A ad 
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If your Right-hand Adverſary leads a Suit 


of which you have King, Queen, and one 
ſmall Card, whether in T rumps, or not, put 
on the Queen: Allo, if you have Queen, 
Knave, and one ſmall Card, put on the Knave ; 
and if you have Knave, Ten, and one. fenall 
Card, put on the Ten; by putting up the ſe- 
cond beſt, as aforeſaid, your Partner has aw 


Expectation of your having a better Card or 
Cards in the ſame Suit; and, by Recourſe to 
the Calculations annexed to this Treatife, he 
may be able to judge what are the Odds for and 
againſt him. 8 8 n 
XV. 1 
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If you ſhould have Ace, King, and two ſmall 
Cards in any Suit, being ſtrong in Trumps ; 
if your right-hand Adverſary leads that Suit, 
you may paſs it, becauſe it is an equal Wager 
that your Partner has a better Card 'in y 
Suit than the Third Hand; if ſo, you gain a 
Trick by it; if otherwiſe, you need not fear 
to make your Ace and King, by your Strength 
in Trumps, ARE et a 

| = 


If you ſhould have the Ace, Nine, Eight, 
and one ſmall Trump, and that your Partner 
leads the Ten; in that Caſe-pals it, becauſe 
unleſs the three Honours he behind you, you 
are ſure of * ricks; do the like, 

| 3 | 
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if you ſhould have the King, Nine, Eight, and 
one ſmall Trump; or the Queen, Nine, Eight, 
and one ſmall Trump, 

' XVII. 

In order to deceive your Adverfaries, if your 
right-hand Adverſary leads from a, Suit of 
which you have Ace, King, and Queen, or 
Ace, King, and K nave, put on the Ace; be- 
cauſe that encourages the Adverfaries to play 
that Suit again : And tho' you deceive your 
Partner by this Method of Play, you alſo de- 
ceive your Adverſaries, which is of greater 
Conſequence in this Caſe ; becauſe, if you had 
t on the loweſt of the Tierce-Major, or the 
nave in the other Suit, your right-hand Ad- 
verſary had made a Diſcovery that the Strength 
of that Suit was againſt him, aud conſequent- 
ly would have changed Suits, ö 
. XVIII. : 
Suppoſe you have Ace, Ten, and one ſmall 
Card, —— Suit; alſo the Ace, Nine, and 
one ſmall Card of any Suit, Query, Which of 


theſe Suits ought. you to lead from? of <4 
From the Suit of which you have the Ace, Nine, 


and one ſmall Card ; for this Reaſon, it being: 


an equal Wager that your Partner has a better 
Card in that Suit than the laſt Player ; if not, 
let us then ſuppoſe that your right-hand Ad- 
verſary leads from the King, or Queen of the 
Suit, of which you have the Ace, Ten, and one 
ſmall Card ; in that Caſe it is an equal wa 
hat your Partner has a better Card in that — 


aca ww a Mc. ot 
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than the third Hand; if that happens to be the 
Caſe, upon the Return of the Suit, you lie Te- 
nace, and conſequently ſtand a fair Chance for 
three Tricks in that Suit. * Nee 


XIX. ; 
A Cat to demonflrate the Tenace. 


Let us ſuppoſe A and B to play at Two- 
handed Whiſt, and let us ſuppoſe 4 to have 
the Ace, Queen, Ten, Eight, Six, and Four of 
Clubs, which, in caſe B always leads, are ſix 
ſure Tricks, Let us ſuppoſe he has the ſame 
Hand in Spades, which, in caſe B always leads, 
are ſix more ſure Tricks. We ſuppoſe-B has 
the Remainder of theſe two Suits. # ooh 

Let us ſuppoſe B to have the ſame Hand in 
Hearts and Diamonds, as A has in Spades and 
Clubs, and that 4 has the Remainder of the 
Hearts and Diamonds, which, in caſe A always 
leads, are twelve ſure Tricks alſo to . 

The foregoing Caſe ſhews that both Hands 
are exactly equal; and therefore let one of 
them name his Trumps, and lead, he wins 
thirteen Tricks only. TE fs 

But if one names the Trumps, and the other 
leads, he that names the Trumps ought to win 
fourteen Tricks. an Al. 

Thoſe who would attain to the playing of 
Wulsæ to Perfection, muſt not be content on- 
ly with being a Maſter of the Calculations con- 
tained in this Treatiſe, and alſoan exact Judge 
of all. the General and Particular Caſes in the 

D 4. | ſame; 


75 
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ſame ; but be a very punctual Obſerver of 
ſuch Cards as are thrown away, both by his 
Partner and Adverſaries, and at what Time: 
Whoever attends cloſely. to theſe Particula 
are the moſt likely to attain their End. 
CHAP, XV. 
Additional CASES: 
7. | . 'L « | 8. 5 
WT it appears to you that the Adyer- 
_ faries have three or four Trumps re- 
maining, and that neither you nor your Part- 
ner have any, never attempt to force one Hand 
to trump, and to let the other throw away 2 

loſing Card; but rather endeavour to find out 
2 Suit in your Partner's, Hand, in caſe you 
have no Suit in your own, by which Means 
ou prevent them from making their Trumps 
cparate. . oo wr 

| and ee . | 4 

Suppoſe 4 and B are Partners againſt, C and 
D, and ſuppoſe nine Cards are played out; and 
alſo ſuppoſe eight Trumps are played out; and 
further ſuppoſe 4 to have one — only, 
and ſuppoſe his Partner B to have the Ace and 
Queen of Trumps, and ſuppoſe the Adverſaries 
C and O to havetheKing and Knave of Trumps 
between them. A leads his ſmall Trump, C 
plays the Knave of Trumps, Query, Whether 
B is to play his Ace or Queen of Trumps upon 
the Knaye, becauſe O having four Cards 1 — 

jr | an 
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7 of Hand remaining, and has only three; conſe» 
' his quently, it is four to three in B's F avour, that 
ne: the King is in P's Hand: If we reduce the 
ars, Number of four Cards im a Hand to three, the 


Odds then is 3 to 2; and if we reduce the 
Number of three Cards in a Hand to two; the 
Odds then is 2 to 1 in favour of B's winning 
of a Trick, by putting on his Ace of Trumps. 
By the like Rule you may play all the other Suits, 
Let us ſuppoſe you have the thirteenth: 
Trump, and alſo the thirteenth Card of an 
Suit in your Hand, and one loſing Card; and 
let us ſuppoſe you have only three Cards re- 
maining, Query, Which of theſe; Cards are. 
vou to play? Anſwer, Lou ate to play the 
loſing Card, becauſe! if you play the thirteenth 
Card firſt, the Adverſaries knowing you to have 
one Trump remaining, will not ow your 
loſing Card, and therefore you play 2 to L. 
againſt yourſelf. u u n þ 9006 


IV. 


7 


Let us ſuppoſe that you have the Ace, King; 
and three ſmall Cards in any Suit, which has 
never been played; and let us ſuppoſe that it 
- ws to you that your —— has the laſt 

rump remal = Query, OW are 4 0 
play theſs Cards to your greateſt — ? 
Anſwer, You are to lead ſmall Cardin that 
Suit, becauſe it is an equal Wager that your 
Partner has a better Card in that Suit than the 
laſt Player; if ſo, and that there are only three 

D 5 Cards 
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Cards in that Suit in any one Hand, it follows 
that you win five Tricks in that Suit; wheres 
as, if you play the Ace and King of that Suit, 
It is 2 to 1 that your Partner does not hold the 
Queen, and conſequently, by playing the Ace 
and King, it is 2 to 1 that you win only two 
Tricks in that Suit. This Method may be 
. taken in caſe all the Trumps are played out, 
provided you have good Cards in other Suits to 
bring in this Suit; and you may obſerve, that 
you reduce the Odds of 2 to 4 againſt you to an 
equal Chance, by this Method of Play, and 
Frobably gain three Tricks by it. 

| A GETS. 
If you chuſe to have Trumps played by the 

Adverfaries, and that your —— 8 0 a 
Suit to you, of which you have the Ace, Knaye, 
Ten, Nine, and Eight, or the King ve, 
Ten, Nine, and Eight, ou are to play the 
Eight of either Suit, which probably leads 
the Adverfary, if he wins that Card, to play 

rumps. fy 

VI. 


Suppoſe you ſhould have a Quart-Major ia 
any Suit, with one or two more of the ſame 
Suit, and that it is neceſſary to let your Partner 
know that you have the Command of that Suit; 
in that Caſe, throw away the Ace of that Suit, 
upon any Suit of which you have none in 
Hand, to clear up his Doubts, becauſe the 
is in your Favour that neither of the Advet- 
ſaries have more than three in that Suit: = 
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Hke Method may be whis if you hve a Quart 

to a King; the Ace being played out, ' you 

may — away the King; alſo if you ſhould 

have a Quart to a Queen (the Ace and King 

being played out) you may throw away your 
Queen: All which lets your Partner into the 
State of your Game; and you may play by the 
like Rule in all inferior Sequences, naving the 
deſt of them in your H * 

VII. 


There is ſcarcely any Thing more com- 
monly practiſed amongſt moderate Players, in 
caſe the King is- turned up-on their Left-Hand, 
and that they have the Queen and one ſmall 
Trump only, to play out their Queen, in Hopes 
their Partner may win the King if it is put on; 
not conſidering that it.is about 2 to 1 that their 
Partner has not the Ace; and admitting be has: 
the Ace, they do not conſider that they play 
two Honours againſt ohe, and: conſequent y: 
weaken their Game, the Neceflity only of play- 
ing Trumps ſhould oblige them to play thus. 


VIII. ˖ un | 
4 Cas which frequently-happ ens. | p 
A and B.ate Partners agꝛinſt Gand Dil 


: the Trumps are played out except one, which: 
uit, C or D has; 4 has three or four winning 
our Cards in his Hand of a Suit alceady Wed. 
dds with an Ace and one ſmall Card of another 
ver- Suit; Query, Whether it. is 48s beſt Play to · 
The D. 6. throw 
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throw away one of his winning Cards, or the 
fmall Card to his Ace Suit? Anſioer,. It is his V 
beſt Play to throw away one of his winning t 
Cards, becauſe if his right- hand Adverſary plays 
0 
P 
t] 


do his Ace-Suit, he has it in his Power to'paſs 
it, and conſequently his Partner Þ has an equi 
Chance to have a better Card in that Suit than 
the third Hand; if ſo, and he has any forcing p. 
Card, or one of his Partner's Suit to play to, 
in order to force out the laſt Trump, his Ace 
remaining in his Hand, brings in his winning * 
Cards; whereas, if 4 had thrown away the ket 
ſmall Card to his-Ace-$uit, and that his right- 5 
hand Adverſary had led that Suit, he had been to 
obliged to put on his Ace, and conſequent) 
had ſoſt ſome Tricks by this Method of Play, 
e et Toi n pan N 
\ Suppoſe ten Cards have been played out, ad tb 
. appears v be Ard, leſt- th 
hand Adverſary has three Trumps remaining, ſu 
vir. the beſt and two fmall ones; and ſupp m 
2 two Trumps only, and that your 
artner has no Trump; and ſuppoſe _ 
right-hand Adverſary plays a 4 
ſome other winning M; ; in that Caſe paſs it, - 
by which Means yougain a Trick, e the K 


left-hand Adverſary miſt trump it. KY © 
1 r 37 '* 4 | 911 241 


8 ue 912, SSL le Ov «3. {16 4 
In order to let your Partner into the State T. 
of your Game, let us ſuppoſe you to have 4 if 
Quait-Major in Trumps (or any other four b# Cl 
| A Trumps) 
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Trumps) if you are obliged to trump a Card, 
win it with the Ace of I rumps, and then play 
the Knave, or win it with the higheſt of any 
other four beſt Trumps, and then play 'the 
loweſt, which clears up your Game to your 
Partner; and by ſuch a Diſcovery, it may be 
the Means of winning many Tricks: You may 
practiſe the like Rule in all other Suits. 

W coal 
If your Partner calls at the Point of Eight 
before his Time, you are to trump to him, 
whether you are ſtrong in Trumps or Suits, or 
not; becauſe, as he calls before he is obliged 
to do ſo, it is a Declaration of his being ſtrong 
in Trumps. . e at ; 
Suppoſe your right-hand Adverſary turns u 
the deen of Clubs, and ſuppoſe — — 
the Lead, he plays the Knave of Clubs; and 
ſuppoſe you have the Ace, Ten, and one Club 
more, or the King, Ten, and one ſmall Card; 
Query, When he leads his Knave, whether you. 
are to win it or not? Anſwer, You are not to 
win it, becauſe it is an. equal Wager, when he 
leads his K gave of Clubs, you not having the 
King, that your Partner has it; alſo, it is an 
equal Wager, when he leads his Knave of 
Clubs, you not having the Ace, that ycur 
Partner has it, ang conſequently you , gain-a 
Trick by paſſing it; which cannot be done, 
Q * eicher put on your King or Ace of 
. N * | | 


XIII. 


11 
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| | rs XIII. | 4.4 
| 4 CAsR for a Slam. I |" q IT 
Let us ſuppoſe 4 and B Partners againſt C 
and D; and let. us ſuppoſe C to deal; and let 
us ſuppoſe A to have the King, Knave, Nine, 
and Seven of Clubs, they being Trumps; 2 
Quart-Major in Diamonds, a ee in 
Hearts, and the Ace and King of Spades. 
Let us ſuppoſe B to have nine Diamonds, 
two Spades and two Hearts. 


Alſo let us ſuppoſe D to have the Ace, Queen, 


Ten, and Eight of Trumps, with nine Spades. 
And let C have five Trumps and eight Hearts. 

A is. to lead a Trump, which D is to win, 
and D is to play a Spade, which his Partner C 
is to trump; C is to lead a Trump, which his 
Partner D is to win; when O is to lead a Spade, 
which G is to trump; and C is to play a Trump, 
which Dis to win; and D having the beſt 
Frump is to play it; which done, D having ſe- 
ven Spades in his Hand wins them, and conſe- 


quently ſlams: A and KB. 1 
E „„ „ eee 
Additional Casts'at WHIsT, never fublifted 
| rilt 1748. - Wet 
, Dc! 205 5 


F ydur Partner leads the King of 2 Suit, 

1 and that you have none of that Suit, paß 
It, by throwing away & loſing Card (unleb 
& | | n = 
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your right-hand Adverſary has put on the Ace) 

becauſe, by ſo doing, you make Room for his 

Suit. . L ; ' | 4 1 
II. 


Suppoſe your Partner leads the Queen of a 
Suit, and your 9 Adverſary wins it 
with the Ace, and returns that Suit; in caſe 
you have none of it, do-not trump it, but throw 
away a loſing Card, 'which makes Room for 
your Partner's Suit. An Exception to this Man- 
ner of Play is, if you play for an odd Trick, 
and that you are very weak in Trumps, you 
may trump it. | | 
| III. 5 

Suppoſe you have the Ace, King, and one 
ſmall Card of a Suit, and that your left-hand 
Adverſary leads that Suit; and ſuppoſe you 
ſhould have. four ſmall Trumps, and no Juit 
of Conſequence to lead from; and ſuppoſe 

our right-hand Adverfary ſhould put up the 
Nine, & y Ibwer Card} in this Ode, win 
it with the Ace, and return the Lead upon the 
Adverſary, by playing the ſmall Card of that 
Suit; who will have Reaſon to judge that the 
King lies behind him, and conſequently will 
uot put up his Queen if he has it; and there- 
fore you have a fair Probability of winning a 
Trick by this Method of Play, and at the ſame 
Time letting, your Partner into the State of 

your GG e. 22 
| IV. 
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If your Partner N you ha. Card 

early in the Deal, you are to ſuppoſe him ſtr 

in 8 except at the Points of 4 or q; * 

therefore, if you are Tang in 1 me 

may play them. ry 


Suppoſe you call at the Point of 8, BY: 4 your 
Partner has. no Honour; and fur you 
2 have the King, Queen and Few; 

King Koave, and Ten; or the Queen, Knaye, 

en of Trumps; when Trumps are played 

2 put on the Ten, which demonſtrates to 

your Partner that you have two Henours re- 

maining, and ſo he plays his Game accordingly. 
a VI. tete. 

Sag * right-hand, Adverſary calls at 
the Point of 8, and his Partner has nd Honour; 
and ſuppoſe you ſhould have the King, — 
and one ſmall Trump, or he. Faches 
and two ſmall Trumps 6. 3 
played by your Partner put po th Na . 
cauſe it is Se 2 to 1 that, the Len is not, by 
hind you, and. fo. * _ your Nine to an 
e 


ou ſhould hapr ntl * geen 

2 ave the Ace, King, and two * three 
more, when you play the Ace, if your Parther 
plays the Ten or Knave; and ſuppoſe yop 
mould have one ſingle Card in your Hand in 
any other Suit, and two or three — nag 
75 
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only; in this Caſe lead the fingle Card, in or- 
der to eſtabliſh a Saw, and this Conſequence 
attends ſuch Play, viz. upon leading that Suit 
it gives your Partner an equal Chance of hay-. 
ing a better Card in it than the laſt Player; 
hereas had he led that Suit to you, which is 
probable had been his ſtrong Suit, the Adver- 
ary would have made the Diſcovery of your 
attempting to eſtabliſh a Saw, they would 
rump out, and ſo prevent your making your 
mall Trumps: By this Method of Play, your 
artner will judge the Reaſon for your 
hangingof Suits, and ſo play his Game accord- 
© coo 
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VIII. t 
Suþpoſe you have the Ace and Deuce of 
rumps, and ſtrong in the three other Suits; 
f you are to lead, play your Ace, and next 
our Deuce of Trumps, in order to put the 

2d into your Partner's Hand, to take out 2 
| rumps for 13 and ſuppoſe the laſt Player wins 
nat Trick, and that he leads a Suit of which 
ou have the Ace, King, and a or 3 more, paſs 
, becauſe it is an — Wager that your Part- 
er has a better Card in that Suit than the thisd 
land ; if ſo, he will then have an Opportunity 
taking out two Trumps to one, when the 
ead comes into your Hand, you are to endea- 
our to force out one of the two Trumps re- 
ining, upon Su ion 11 Trumps are 
ayed out, aud the Odds is ſtill in your Favour 
at your Partner has 1 of the 2 Trumps re- 
dining. IX. 


BE 1 NAR 
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Suppoſe -10 Cards are played out, and thit 
you have the King, Ten, and one ſmall Cart 
of any Suit, which has never been led; ant 
ſuppoſe you have won 6 Tricks, and ſuppoſe 
your Partner leads from that Suit, and tha 
there is neither a Trump or thirteenth Card ig 
7 Hand; in this Caſe, unleſs your right-hand 

dverſary puts on ſo high a Card as oblige 
you to play your King, do not put it on, be- 
cauſe upon the Return of that Suit you make 
your King, and conſequently the odd Trick, 
which makes 2 Difference : If —_—_— to 
be only 9 Cards played out in the like Cireum- 
ſtance, you are to play by the like Rule. Thi 
Method is always to be taken, unleſs the gai- 


ing of 2 Tr icks gives you A Chance ither | 
fave your Lurch, or to win or ſave the — * = 
Xx. Tri 


Suppoſe A and B Partners againſt C and Ace 
and let us ſuppoſe B has the two laſt Trum DO 
alſo the Queen, Enave, and Nine of anoth«9uer 
Suit; and let us ſuppoſe A has neither the Act, 

King, or Ten of that Suit, and A is to leu 
that Suit: Query, What Card is B to play e ga 
ive him the faireſt Probability of winning 4 
rick in that Suit? Anſtwer, Bis to play i 
Nine of that Suit, becauſe it is only f ve to ſoſ 
againſt him that his leſt-hand Adverſary bel, 1] 
the Ten; and if he plays either the Queen 
K nave, it is about three to one the Ace e 
King is in his left-hand Adverſary's Hang 
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and conſequently he reduces the Odds of three 
to one againſt him, to five to four only. - 


Xl. 

Let us the foregoing Caſe, and put the 
King, Knee, and Nine of a Suit into B's 
Hand, upon 'Suppoſition that F has neither 
Ace, Queen, or Ten, when A leads that Suit, 
it is exactly equal whether B plays his King, 
Knave, or Nine. x 

XII. 


Suppoſe you have Ace, King, and three or 
four ſmall Cards of a Suit not played, and that 
it appears to you that your Partner has the laſt 
Trump; in this Caſe, if you are to lead, play 
a ſmall Card in that Suit, it being an equal 
Wager that your Partner has a better Card in 
that Suit than the laſt Player; if ſo, the Proba- 
bility is in your Favour that you make 5 or 6 
Tricks in that Suit; but if you ſhould play out 
Ace and King of that Suit, it is 2 to I that 
your Partner has not the Queen, and conſe- 
quently it is 2 to 1 that make only two 
Tricks in that Suit; by which Method of Play 
you riſk the loſing of 3 or 4 Tricks in that Deal 
XIII, - 


Suppoſe your Partner leads a Suit of which 
e has the Ace, Queen; Knave, and N 


y "1 leads his Ace, and then plays his Queen; 
nee” a caſe you have the King, and two ſmall Cards 
Ace "Fn that Suit, win his . H with the King; 


id ſuppoſe you are ſtrong in T * Nc 
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clearing the Board of. Trumps, and having a 
ſmall Card of your Partner's great Suit, you do 
not obſtruct his Suit, and . wes win 


many Tricks by this Method of Play. 
New Cats ot Wnisx, nrver | publiſhed til ay 
1760. Mitt 0 ** du 


. Caſe. Hus to play for an odd Trick. 


8 you are elder Hand, and that i ' 
you have the Ace, King, and three ſmall 15 
Trumps, with four ſmall Cards of another Suit, 4 
_ _ 3 oy third 5 and one 
ſm of the fourth Suit: n,. (are 
you to play? Anſwer, You are to 1 th 
fingle Card, which, if it is won by ; the af 
Player, it puts him upon playing Trumps, a 
to play to your weak Suits ; in which Caſe you! 
Partner and you gain the Tenac. 


k- 7&8) 4 13196 TL NOPULARY 
be like Caſe for an odd Trick; and that 
your Partner is to lead. (+ 120.0085 «+ 

Let us ſuppoſe he plays the Ace of the Suit 
of which you have only one, and p $ to 
play the King of the ſame Suit, and that you 
right-hand Adyerſary trumps it , with, dhe 

Queen, E nave, or Ten, do nôt overtrump him 

but throw away a ſmall Card of your: weakel 

Suit ; the Conſequence of which is obvious, ” 

| Call 
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auſe it leaves your Partner the laſt Player, and 
ſo gives him the Fenace in your weak Suits. 
Ihe like: Caſe, upon Suppoſition you want 
ſour or five Points, and that you are elder Hand. 
in that Caſe play a ſmall Trump, and if 
your Partner has a better 1rump than the laſt 
player, and returns the Lead, put on your 
King of Trumps, and then proceed to play the 
Suit of which you have four in Number. 


till 


Theſe Examples being duly attended to, on' 
all Parts of the Game, muſt be of great Conſe- 
quence to the Player becauſe when he has no 
good Suit to play, his Partner being the laſt 
Player gains the Tenace in his weak Suits. 

H. n 

A and B are Partners, againſt C and D, 12 
Trumps are played out, and 7 Cards only re- 
main in each Hand, of which, 4 has the. laſt 
Trump, and alſo the Ace, King, and 4 ſmall 
Cards of a Suit. ö Ts by” | 

Quere, Whether A ſhould play the Ace, and 
King of that Suit, or > imall one? As 

nfwer, 4 ought to. play a ſmall Card of 
that Suit, becauſe it is an equal Wager that his 
Partner has a better Card in that Suit than the * 
laſt Player; and in this Caſe, if 4 Cards of that 
duit ſhould ha to be in either of the Ad- 
verſaries amds, y this Method of Play, he will 
be able tomak n which 
i! he playeg "his Ace King, be had 
3 8 made 
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made only 2 Tricks in that Suit. If neither of 


the Adverſaries have more than 3 Cards in that 
Suit, he has an equal Wager to win 6 Tricks 


in it. 
Caſe Ill. 


Suppoſe A and B are Partners, againſt C and 
D, and that eight Trumps are played out, — 
that 4 has 4 of thoſe Trumps remaining, C 
having the beſt Trump, and to lead. 

Nu, Whether C ought to play his Trum 
or not? 

Anſwer, C * not to play his Trump to 
take out 1 of 4s Trumps, becauſe, as he leaves 
1 Trumps in 2 Hands, in Caſe 81. Pics w 

as any t Suit to make, by C's 
Trump i © his Hands, he ocean 
making that Suit by trumping it. 
IV. 4 Caſe of Curioſity, 5 vlifbed 1763, n 

Suppoſe 3 Hands of 0:4 i 3 WS bj 
Cards in each Hand, let A name the Trumps, 
and let Bchuſe which Hand he pleaſes, Ahay- 
ing his Choice of either of the pier 2 * If 
wins 2 Tricks. 6 


W 


Clubs are to be Trumps, 
Firſt Hand, Ace, King, and 6 of Heart,” 
Second Hand Queen and 10 of Hearts, and 
10 of Trumps. 
om Hand, 9 of Hearts, and 2 ae of 
The firſt Hand wins of the if 
| The ſecond wing of the third. A 


And the third wins of the 
MY 977 f. _— IE: 83 P, 
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CHAP. XVIII. 


ww Laws at WatsT, as played at White's, 
at Saunders's Chocolate- Flouſe, &c. 1760. 


I. 

Fany Body plays out of his Turn, it is in the 
Option of either of his Adverſaries to call 
e Card play'd, at any Time in that Deal, 
ovided it does not — 2 him revoke; or if 
ther of the adverſe Parties are to lead, he may 
eſire his Partner to name the Suit he chuſes to 
ave him lead, and when a Suit is then named, 
is Partner muſt play it if he has it. | 

R 
No Revoke to be claimed till the Trick is 


rned and quitted, or the Party who revoked, 
r his Partner, have played again. 


III. q 


If a Revoke happens to be made, the adverſe 

arty may add 3 to his Score, and take 3 Tricks 
om the Adverſaries, or take down 3 from 
eit deore; and the adverſe Partys provided, 
ey are up, notwithſtanding the Penalty muſt 
main at nine; the Revoke takes place of any 
ther Score of the Game. | 


£72 , * > 
If any Perſon calls at any Point of the 
ave, except 8, either of the,adyerſe Parties 
1 call a new Deal; and they are at Liberty 
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to conſult cach other, whether they will have: 


new Deal. 
5 8 . . V. vis 'fs A. 1 N 
Aſter, the Trump Card is turned up, 0 
body ought to remind his Partner to call, on 
Penalty of loſing a Point. 
„M. en | 
If the Trump Card is turned up, no Ho- 
nours in the preceding Deal van be ſet up, un- 
leſs they were before claimed, + 
If any Perſon ſeparates a Card from the ref, 


C; 
the adverſe Party may call it, provided be pe 
names it, and proves the Separation; but until 
caſe he calls a wrong Card, the adverſe Pu- or 
ties may call the higheſt or loweſt of. any Sui, WI 1); 
out of his or his Partner's Hands, the firft Time pla 
either of them are to plaag. Re 


| A ak 
If any Perſon revokes, and before the Cav ll '+ 
are turned diſcovers it, the adverſe Party ma) 
cull the higheſt or loweſt Card of the Suit les, f 


r have their Option to call the Card then 
Fey's ue ans Tame, when i does nat Eau 
IX. | 3 72 OF: 

If a Card is turned up in dealings it is in tbe 
Option of the adverſe Party to tall a new Dei, 
but if ejther of them'have been che Caſe u 

i ſuch Card, in that Caſe the Deal 
has his Option. 1 
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X. 


If the Ace, or any other Card of a Suit is 
led, and it ſhould ſo happen that the laſt Play- 
er plays out of his Turn, whether his Partner 
has any of the Suit led or not, provided you do 
not make him revoke, he is neither entitled to 
trump it, vor to win the Trick. 


Xl. 


Ho- If a Card is faced in the- Deal, they muſt 
deal again, unleſs it is the laſt Card. 


XII. > 
Every Perſon ought to ſee that he has 13 


rel, WI Cards dealt; therefore, if any one ſhonld hap- 
de pen to have only 12, and does not find it out 
t u till ſeveral Tricks are played, and that the reſt 
Pa- WY of the Players have their right Number, the 


Deal ſtands good; and allo the Perſon who 
plays with 12 Cards, is to be puniſhed for each 
Revoke, in caſe he has made any; but if any 
of the reſt of the Players ſhould happen to haye 
14 Cards, in that Caſe the Deal is loſt, 


XIII. 


If any Perſon throws his Cards upon the 
Table, with their Faces upwards, upon Sup- 
poſition that he has loſt the Game, the Adver- 
laries have it in their Power to call any of the 
Cards once, or oftener, when they think pro- 
per, provided they do not make the Party re- 
voke, and he js not to take up his Cards again. 

E | XV. 
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XIV. 


A and B are Partners againſt C and D; 4 
leads a Club, his Partner B plays before the 
Adverſary C; in this Cafe, D has a Right to 
play before his PartnerC, becauſe B played out 
of his Turn, l 

Ws # # a | 

If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 
Table:. but ſhould it ſo happen that he has 
any loſing Card in his Hand, he is then liable 
to have all his Cards called. 

| 1 * 

If any Perſon calls at the Point of 8, and 
his Partner anſwers, and both the oppoſite Par. 
ties have thrown down their Cards, and it 
appears that the other Side had not two 
Honours ; in this Caſe they may conſult wi 
one another about it, and are at Liberty to 
Rand the Deal or not, 

XVII, 

And if any body anſwers when he has notan 
Honour, the adverſe Party may conſult one 
another aboutit, and are at Liberty to ſtand the hs | 
Deal or not. n 

| XVIII. pint 


The Dealer ought to leave in View upon the 

Table his Trump Card, till it is his Turn to. 

play; and after he has mixed it with his other 

Cards, no Body isentitled to demand what Card 

is turned up, but may aſk what is Trumps: 

ThisCenſequence attends ſuch a Law, 1 
e 
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Dealer cannot name a wrong Card, which 
otherwife he might have done. 
XIX. 
No Revoke can be claimed after the Cards 
arc cut for a ne- 3 
X 


If any Body claims a Revoke, the adverſe 
x Party are not to mix their Cards -afterwards, 
xe {upon Forfeiture of the Revoke, 
a5 XXI. | 
le 


A and B are Partners againſt C an Dy A 
plays the Ten of a Suit, the Adverſary C plays 
he Knave of the ſame Suit, B play 3 na 

'ard of the fame Suit ; but before D 
his Partner C plays a thirteenth, or ſome te 
ard; the ny tall be in the Option of 4, 
cB, to oblige D to \ win the Trick if be can. 

XXI 
If _ y calls at 8, after he has 9 


t ſhall be in the Option of the Advertio to 
Ma new Deal. 


8 aguinſt D, 
4 and B are Partners C and 
ads a Club, C plays the Ace of Gabe Þ 
lays a Club, and B, Partner ts C, takes 


4 e Trick without playin 33 4 
u. N rſt of the Pla playing any Cond pears 
Net es e Ave Fg * 
Card in the Option of the Alberts to 

| Dal. | | | 
__ E 2 XXIV. 
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A deals, and inſtead of turning up the 
Trump, he puts the Trump Card upon the ref 
of his Cards, with the Face downwards; he i 


to loſe his Deal. | 
Theſe Laws are agreed to by the beſt Judge, 


CH AP. XIX. 


A DICTIONARY for WHIST, whid 
reſolves _— all the critical Caſes that mg 

happen at that GaME ; by Way of Qusſin 
and Anſwer, ' 


1. OW to play Trumps to the greatel 
Advantage, peruſe the Treatiſe d 

Whiſt, Chap. I, Caſe 11, and all the remav-Wil 8 
ing Caſes in that Chapter ; alſo Chap, II. 8 


# 


2 How to play Sequences when Trumps! — 
Anſwer. You are to begin with the highet 
of them. | | 
u 


3. How to play Sequences when they are nd 
Trumps ? ; C 
Anſ. If you have 5 in Number, you are to 
begin with the loweſt ; if 3 or 4 in Numbe, 
al ways play the higheſt. — 


4. Why do you prefer playing of Sequenct 
rather than other Suits ? -- 
Anſ. Becauſe they are the ſafeſt Lead, a 


gain the Tenace in other Suits. mt. 
5. When 


* 
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5. When ought you to make Tricks early ? 
Arſ. When you are weak in 'Trumps. 


6. When ought you not to make Tricks 
early ? 


A:ſ. When you are ſtrong in Trumps. 


7. When do you play from an Ace-Suit ? 
Anſ. You do ſo when you have 3 in Num- 
ber only in any Suit ( I rumps excepted, ) | 


8, When don't you play from an Ace-Suit ? 

Anſ. You ought not to lead from an Ace- 
Suit, having 4 or more in Number in any other 
Suit ; becauſe the Ace is an Aſſiſtant to your 
great Suit, and when Trumps are played ou: 
enables you to make that Suit, 


9. When any Card of — is turned 
up on your Right or Left-hand, how are you 


to play in that Caſe ? See Chap. X. Caſe 1. 
Chap, XII. Caſe 1. 


10. Why are you always to play your Hand 
by your G4 and Adverſeries e | 
3 I. Caſe 6. See References in 
this E. 


11. How to know when your partner has 
no more of the Suit played? See Chap. IV. 
Caſes 1, 2, 3. | 


E 3 r2. Reaſons 
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12. Reaſons for putting on at Second-hand 

the Kipg, Queen, — Ten, and when not! 

Chap. X. Caſes 1, 2, 3. 


IF Why are you to play the Queen, K nave, T 
or Ten of any Suit, when that Suit is played X 
a ſecond Time, having three in Number only 
Chap. XIII. Caſe 4. 
14. When ought you to aver-trump- your ; 
74" _ and when not ? 
Anſ. When you are weak in Trumps you 
qught ta over-tzump him; but if ſtrong in 7 
"Trumps, you ought. to throw away a loſing 0 
Card. | 
1.5. Reaſans for not parting with the Com- 
mand of your Adverſary's ſtrong Suit, Chap, 
XIII. Cafe 1. 8 8 5 
15. If. your Adverfary on you Right. hand 
laads a. Suit of which you have the Ace, Kings 
and Queen, why are you, to: put; an the Ace, 
preferable to the Queen ? © 
| te, Becauſe it dacejves the: Adverſary, 
which, in this. Caſes, is of mare: Conſaguence ) 


u y94h than. to deceive your: Partner. 


17. To declare your ſtrong Suit, when pro- 
fer to ba done, and when. not? Aus 

Anſ,, When, you: haue only one ſtrong Suit, 
and you trump out to make that Suit, in that 
Caſd vou augit to declare it; but if you are 
ſtrong 
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ſtrong in all Suits, there is no Neceſſity of de- 
claring your Suit, 


18. The Ace turned _ your Right - hand. 

and that you have the Ten and Nine only of 

2 why do you play the Ten? Chap. 
Cale 1. ä ; i 


19. Why do you play from a King- ſuĩt pre- 
ferable to a Queen-ſuit, having the like Num- 
der of each ? 

Anſ. Becauſe it is 2 td 1 that the Ace does 
not lie in your left-hand Adverſary's Hands, 
and it is 5 to if you lead from a Queen-ſuit, 

that the Ace or ki lies in his Handy, and 
that you Jaſe your Queen, and ſo play to a 
Diſ. vantage. 4 o 


- | | 
20. Why do you play from a Queen-ſuit 
preferable hs nave-ſuit ? 
4 Anſwer' d Caſe 19 · 
4 21, When you have the ſour beſt Cards 


of any Suit, why do you throw away the beſt ? 
Au. To let your Partner into the State of 


your Game; 


22, Your Partner's ſtrong Suit, how are you 


to make the moſt of it. 
Chap. VI. has fix Examples to demonſtrate 
K. 


E 4 23» The 
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23. The Queen turned up on your Right- 
hand, you have the Ace, Ten, and one Trump, 
or the King, Ten, and one Trump, if the 
right-hand Adverſary plays the Knave, Quem, 
how are you to play ? | 

Anſ. You are to paſs it, by which you have 
an equal Wager of gaining a Trick, and cannot 
loſe by ſo doing. 


24. Four Cards are played out, and Trumps 
are gone round twice, your Partner not appear- 
ing to have any higher Trump than the 8, yet 
he has three Trumps ; when he plays his third 
Trump, the next Hand puts on the Knave, 
there being the King only in the Adverſary's 
Hands, you having the Ace and Queen of 
Trumps ; __ | 
2 Whether are you to play the Ace or 

neen f | 5 

Anſ. You are to play the Ace, becauſe itis 9 
to 8 that the laſt Player has the King; and if 
you reduce the Cards to 2 in-Number, it then 
is 2 to 1 in your Favour, by playing the Ace, 
that the King falls : The like ethod may be 
taken in other Suits, upon the like Occaſions, 


- Je. 


EXAMPLE; 


Let us ſuppoſe that you have only 2 Cards 
remaining in your Hands of any Suit, viz. the 
Queen and Ten; and let us ſuppoſe the Knave 
and Nine of the ſame Suit are in your Adver- ure 
fary's Hands, when your Partner leads that Suit, 

your 
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our right-hand Adverſary plays the Nine, and 
das one Card only remaining; 

Query, Whether you ought to play your 
ven or Ten? 
Anſ. Y ou ought to play your Queen, becauſe 
tis 2 to 1 that your left-hand Adverſary has, 
he Knave. And in all Cas of the like Na- 
ure you ought to play by this Rule. 


I would know what is the Odds that the 
Dealer at Whiſt holds four Trumps or more? 

Anſ. That he holds four Trumps or more is 
p32 to 165, or about a Guinea to 14. 114. 
und almoſt a Earthing, 


CHAP: XX. 


n Explanation, for the Uſe of Beginners, of 
ſome of the T dams or TECHNICAL WoRkD® 
made uſe of in this Treatiſe. 


FINESSING,. 
M EANS the 8 to gain an 


Advantage by Art and Skill, vbich con- 
its in this; when a Card is led, and you have 
tie beſt and third beſt Card of that Suit, you: 
julge it beſt to-put your third beſt Card upon 
nat Lead, and run he Riſk of your Adverſary's. 
taving the ſecond beſt of it; that if he has it 
wot, which is 2 to 1 againſt him, you are then, 
we of gaining a Trick. 


_: ny FOR 
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FORCING, 


. Means the obliging your partner or your Ad 
verſary to trump a Suit of which he has none, 


The Caſas mentioned in this Treatiſe will ſhey 
when it is proper to force either of them. 
| LONG TRUMP; 

Means the having one or more Trumps in 
your Hand, when all the reſt are out, 

LOOSE CARD, 

Means a Card ina Hand that is of no Value, 

and conſequently che propereſt to throw away, 
POINTsũù, 

Ten of them make a Game; as many as are 
gained by Tricks or Honours, ſo many Points 
are ſet up to the Score of the Game, 

= _ QUAREFT, 

In | is a Sequence of any four Cards 

immediately following one another in the ſame 


Suit, 2 is therefore a Sequence of 
Ace, ing, Queen, and Knave, in aly 


Suit. 

JS QUINT, - 
In general is a Sequence of any five Cards 
immediately following one another in the fime 
Suit, Quint-Major is therefore a Sequence of 
Ace, King, Queen, Knave, and Ten, in any 


Suit. 

MY? REVERSE, 

Playing at any Time the Reverſe, means only 
the playing your Hand in a different ** 


- 
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that is to ſay, if you are ſtrong. in Trumps you 
play one Way, but if weak in Trumps you 
4 play the Reverſe, viz. another. 1 


3 SEE-SAW, : 
Is when each Partner trumps a Suit, and 

WU they play thoſe Suits to one another to trump. 

in 8 

SCORE. 
5 Score of the Game, is the Number of Points 
— ſet up, ten of which make a Game. 
TENA C E. 
are | 


5 Having the Tenace in any Suit ſuppoſes the 
; having the firft and third beft Cards, and 


being the laſt Player, and conſequently you 
catch the Adverſary when that Suit is played: 
rds As for Inſtance, in cafe you have Ace and 


0 Queen of any Suit, and that your Adverfary 
, leads that Suit, youmuſt win thoſe two Tricks; 
and ſo of any other Tenace in inferior Cards. 


FERCE, 
In general is a Sequence of any three Cards- 
immediately following one another in the ſame- 
ny Wl Suit. Terce- Major is therefore a Sequence of 
Ace, King, and Queen, in any Suit. 5 
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CHAP. XXI. 


An ARTIFICIAL MEMORY, or an eaſy Mathid 
of aſſiſting the MEMORY of thoſe that play at 
the Game of WHIST. = IQ 


Together with 
Some Additional C A8 E 8. 


I 


LACE of every Suit in your Hand, the 

worſt of it to the Left-band, and the beſt 
(in Order) to the Right ; and the Trumps in 
the like Order, always to the Left of all the 
other Suits. ' 1 X 


If in the Courſe of Play you find you have 
the beſt Card remaining in any Suit, put the 
ſame to the Left of your Trumps. 

. 

And if you find you have the ſecond beſt 
Card of any Suit to remember, place it on the 
Right of your Trumps, | 

IV. 


. 
- 


And if you have the third beſt Card of any 
Suit to remember, place a ſmall Card of- that 
Suit between the Trumps and that third beſt, 
to the Right of the Trumps, 
5 Fg 6 V. "+ | . 
To remember your Partner's firſt Lead, place 
a fnall Card of that Suit led in the Midſt of 
4 4 158 your 
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your Trumps, and if you have but one Trump, 

on the Left of it. 

od 2 VI. ol. 

at When you deal, put the Trump turned up 
to the right of all your Trumps, and part with 
it as late as you can, that your Partner may 
know you have that Trump left, and ſo play, | 


accordingly. 

VII. 

To find where or in what Suit your Adverſaries 
he revoke, © | oF ; 
eſt Suppoſe the two Suits on your Right-hand 
in to repreſent your Adverfaries in the Order they 
he WH fit, as to your Right and Left-hand. \ 


When you ſuſpeR either of them to have 
made a Revoke in any Suit, clap a ſmall Card 
ve of that Suit amongſt the Cards repreſentin 

that Adverſary; by which Means you — 
not only that there may have been a Revoke, 
x alſo which of them made it, and in what 
uit. | | | 
If the Suit that repreſents the Adverſary that 
made the Revoke, happens to be the Suit he 
revoked in, change that Suit for another, and, 
as above, put a ſmall Card of the Suit revoked 
in, in the Middle of that excbanged Suit, and if 
you have not a Card of that Suit, reverſe a Card. 
of any Suit you have (except Diamonds) and 
place it there. 
VIII. 


As you have a Way to remember your part- 
ner's firſt Lead, you may alſo record in _ 
. e uit 


ny 
lat 
ft, 
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Suit either of your Adverſaries. made their 
firſt Lead, by putting the Suit in which they 


made that Lead, in the Place which in your 


Hand repreſents that Adverſary, at either 
your Right or Left-hand ; and if other Suits 
were already placed to repreſent them, then 
exchange them for-the Suits in which each of 
them makes his firſt Lead, 

The foregoing Method is to be taken when 
you find it more neceſſary to record your Ad- 
verſary's firſt Lead, than to endeavour to find 
out a Revoke. | 


CHAP. XXII. 


' The Laws of the Game at WHIsT, 
'F _ Perſon plays out of his Turn, it is 
in the Option of either of his Adverſaries 
to call the Card ſo played, at any Lime in 
that Deal, provided it does not make him re- 
voke; or if either of the adverſe Party is to lead, 
he may deſire his Partner to name the Suit he 
chuſes to have him lead, and when a Suit is 
TN named, the Partner muſt play it if he 
8 It. 


5 * 

No Revoke to be chimed till the Trick is 
turned and quitted, or. the Party who revoked, 
or his Partner, have played again. 2 1 


| 
k 
f. 
F 
( 


b 
N 
r 
Tr 
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n 
f 
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If a Revoke happens to be: made, the adverſe: 
Party may add 3 to his Score, and the revo- 
king Party, 2 they are up, not with- 
ſtanding the Penalty, remain at q: The 
Revoke takes place af any other Score of the 


Game. 
IV. 

If any Perſon calls at any Point of the Game, 

except 8, either of the adverſe Parties may call 

a new Deal; and they are at Liberty to conſult - 


each other whether they will have a new Deal. 
\ 
After the Trump-Card is ſeen, no Body 
ought to remind his Partner to call, 
3 "FP 
If the Trump-Card is-ſeen, no Honours in 
the preceding Deal can be ſet-up, unleſs they 
were before claimed. | 
VII. | 
If any Perſon, ſeparates a Card from the reſt, 
either of the adverſe Parties may call it, pro- 
vided he names it, aud proves the Separation; 
but in Caſe he calls a wrong Card, either of the 
adverſe Parties may once call the; higheſt or 
loweſt Card in any Suit led during that Deals 
VII. | 


Each Perſon ought. to lay his Card. before 
him; after he has done ſo, if either of the ad- 
verſe Parties mix thein Cards with his, his Part- 
ner is entitled todemand each Perſon to N 

2 
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Card before him; but not to enquire who 

played any particular Card. . 
IX. 


If any Perſon revokes, and before the Cards 
are turned difcovers it, the adverſe Party may 
call either the higheſt or the loweſt Card of the 
Suit led, or have their Option to call the Card 
then played at any other Time, when it does 
not cauſe a Revoke, - | 

| X. 
If a Card in * turned up, it is in the 
Option of the adverſe Party to call a new Deal, 


unleſs they, or either of them, have been the 
Cauſe of turning up ſuch Card; in which Caſe 


the Dealer has the Option. eſo 
1 uni 


If the Ace or any other Card of 2 
is led, and it ſhould ſo happen that the laſt 
Player plays out of his Turn, whether his 
Partner has any of the Suit led or not ( provided 
you do not make him revoke) he is neither in- 
titled to trump it, nor to win that Trick, 


#2 159 XII. | 700 
If a Card is faced in the Pack, they muſt ve 1 
deal again, except it is the laſt Card; is 
| > « , | ns i 


None of the Players are to take up, or look. 
at their Cards, while any Perſon is dealing; 
and if the Dealer ſhould happen to miſs Deal, 
in that.Caſe he ſhall deal again; and if a Cam 

- 1 


* 
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is turned up in dealing, no new Deal is to be 


alled. 
XIV, 


When a Card is led, if one of the Adver- 
aries plays out of his Turn, his Partner is not 
o win the Trick, if he can avoid it without 
evoking, | 1 
XV. 


_ Perſon ought to ſee that he has 1 3 
ards dealt him; therefore if any one ſhoul 

jappen to have only 12 Cards, and does not 
nd it out till ſeveral Tricks are played, and 
at the reſt of the Players have their right 
\umbers, the Deal ſtands good; and alſo the 
eiſon who plays with 12 Cards is to be 
uniſhed with each Revoke, in Caſe he has 
ade any; but if any of the reſt of the Players 


WP HFww ww ro t*- 


Mes DP 


it Would happen to have 14 Cards, in that Caſe 
1 TY 3 mr 
is AVI. © 

- If any Perſon throws his Cards upon the 


able, with their Faces u upon Sup- 
dition that he has loſt the Game, if his Part- 
t does not give up the Game, the Adverſaries 
ve it in their Power to call any of thoſe 
ts, when they think „ provided they 


not make the Party re 
XVII, 


4 and B are Partners againſt C and D; 4 
ds a Club, his Partner B plays before the 
Herſary C; in this Caſe D has a * 

* ay 
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play before his Partner C, becauſe B played ou 
of his Turn, 
XVII. 


If any Perſon is ſure of winning every Trick 
in his Hand, he may ſhew his Cards upon the 
Table ; but ſhould it ſo happen that he hy 
any loſing Card in his Hand, he is then lia 
to have all his Cards called. 


XIX. 


ö | cle 

No Perſon aught to aſł his Partner wheth La, 
he had played an Honour, while the Cards at 

playing. _ | 14:6» e 7 


xx. by ' 
; 85 8 1 2 ; and D; 1 
a 8 2 a 
plays a Spade, aft 4 


King of Clubs, and D plays a: ud 
covers. he has revaked before: the | Trick ru. 
turned: | 1:64 7 | 


wery, What is the Pendlty.? 7 
may take up his Card again, and fo mij 
Wige Co play the injnkt ar thelawit Cn 
eCto or the 
of the Suit led. „ ks. 
16 412%é | XXI. 91 | | 
f any Perſon calls at tha Hoint of. &, and it 
Partner anſwera, and both the oppoſito Pau- 
have thrown up. their Cards, and it appel 
that the other Side had not two by Honours; 
this Cafe they may. conſult. with. one and 
about it, and are at Liberty ta ſtand the Da 
art not. xx1 
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* XXII. | 
And if any Body anſwers, when he has not 

"act WY Honour, the adverſe Party may conſult with 

one another about ity and are at Liberty to ſtand 

» ha Wl the Deal or not. 

table XXIII. 


No Perſon may take new Cards in the Mid- 
ele of a Game, without the Conſent of all 


Par tie 8. 


XXIV. 


The Dealer ought to leave to View upon 
the Table his Trump Card, till it is his Turn 
to play; and after he has mixed it with his 
o:her Cards, no Body is entitled to demand 
dat Card is turned up, but may afk what is 
Irumps: This Conſequence attends ſuch a 
Law, that the Dealer cannot name a wrong 
ard, which he otherwiſe might have done. 
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A SHORT 


TREATISE 


QUADRILLE; 


SHEWING 
The Odds of winning or loſing moſt Games 
that are commonly played, either by calling 
2 King, or by playing Sans Prendre. 
To which are added, 


The LAWS of the GAME. 


The Srvruru EvpiT10N. 


By Epmond Hovrz, Gent. 
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A SHORT 
TREATIES 
On the GAME of 


QUA DRILLE. 


CHAP. I, 
| 


JECAUSE a Learner may be at a Loſs 
0 to know the Rank and Order of the Cards, 
zhen Trumps or not, the two following Ta- 
les ſhew them. 


The Rank "> of the Cards when not 
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The Rank and Order of the Cards wia WMl\; 
| Trumps. x . 


Clubs and Spades. | Hearts and Diamond Ba. 
Spadille, the Ace of | Spadille, the Hee 
Spades, 4 | Spades, 
Manille, the Deuce of | Manille, the Seven ( 
Spades or of Clubs, | Hcaris, or of Di- Ma 
Baſto, the Ace of | monds, ( 
Clubs, | Baſto, the Ace of Club, Wl Bat 
K | Punto, the Ace of Huurt 
ga | or of Diamonds, 
King, King, 
Queen, Queen, 
Knave, Knave, 
Seven, ; Deuce, 
"| Sis „ 
Five, | Four, 
Four, Five, 
Three, 28 
In all 11. In all 12. 
You may obſerve by the foregoing Table 
that Spadille and Baſto are always Trump; 
therefore the red Suits have one Tran won BL 
than the black. | r Na 
There are three Matadores, viz. Spadil We 
Manille, and Baſto. | Fe be 
Therefore, if an ordinary Trump is led, v © 


are not obliged to play a Matadore - upon it; 
but if Spadille is led, and you uy — 


- 
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Manille or Baſto unguarded, you muſt it: 
alſo if Manille is led, and you ſhould have 
Baſto unguarded, it muſt be played. 


The Order of the falſe Matadores. - 
Clubs and Spades. Hearts and Diamonds. 
Manille, the Deuee of | Manille, the Seven of 
Clubs or of Spades, Hearts or of Dia- 
b Baſto, the Ace of Clubs, | mondt, 


cart Baſto, the Ace of Clubs, 
Punto, the Ace of Hearts 
or of Diamonds, 
King, Eing, 
Queen, Queen, 
K nave, K nave, 
seven, Deuce, 
ix, Three, 
ive, Four, 
Four, Five, 
Three, Six, 
In all 10. In all 11. 


You ſee by the foregoing, Table the Order 
or Rank of the falſe Matadores. 

We generally call them falſe Matadores, if 
ke begin at Baſto, and ſo proceed by Sequences 
tv any Number. | | 


F CHAP, 
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CHAP. 1. . 


0 6 34 50 


I. ve 
1 firſt Thing to be done, aſter you | 
1 have ſeen your Cards, is, to aſk Leave, Pa. 
to paſs, or play ſans prendre; and if you name Ui. 


a wrong Trump, you muſt abide by it. 1 
> : chr. 
; Fay 


If all the Players paſs, he who has Spadille 
is obliged to play; but if he does not take 
three Tricks, he is not baſted. 


III. 
The Player o_ to have a fair Probability 
of winning three Tricks when he calls a King, T 
to prevent his being baſted. 5 any t 
IV. du 


Therefore we will ſet down ſuch Games only 
as givea fair Chance to win the Game by call- 
ing a King, with Directions at the End of each 
Caſe what Trump you are to lead. 


Calculations neceſſary to be underſload 
who have made ſome Progreſs in the — 


I, 


I would know what is the Odds that my r F 
Partner holds one Card out of any two certain 


Cards ? 
Anſwer, Mee c. 
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Anſwer, That he holds one Card out of any 
two certain Cards, is about 5 to 4 in his Fa- 


your. : 
1 


I would alſo know what is the Odds that my 
Partner holds one Card out of any three cer- 
tain Cards? 

Anſwer, That he holds one Card out of any 
three certain Cards, is about 5 to two in his 
Favour, ; 


* 


c % Explanation and Application of the foregoing 
Calculatiom. 


I, 


That your Partner holds one Card out of 
any two certain Cards, | 
Suppoſe you ſhould hold one Matadore, it is 
y this Calculation evident, that it is 5 to 4 in 
your Favour that your Partner holds one of the 
ther two, and conſequently you may play your 
zame accordingly. 54 

Again, ſuppoſe you call a King, and having 
Knave and one ſmall Card of a Suit in your 


hat you have 5+to 4 in your Favour, that your 
atner holds either the King or Queen of that 
uit; and conſequently you have the Odds in 
our Favour to win a Trick in that Suit. 
II. 
That your Partner holds one Cardout of any 
Wee certain Cards. 


F 2 Suppoſe 


my 


+ | 


e: 


and, by the foregoing Calculation, it is plain 


— 
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Suppoſe you have no Matadore, but with the 
Aſſiſtance of one of them you have great Odds 
of winning the Game; you may —— by 
the foregoing Calculation, that it is about 5 to 
2 that your Partner holds one of them, Jon 
having none | | 

This Calculation may be. applied to many 
other Caſes, very uſeful to the Player. 


Games in Red, which may be played, calling 


a King, N 


Spadille, Manille, two ſmall Hearts or Dia. 

monds, the Queen of Clubs, and one ſmall one, 
and four ſmall Cards of the other Suits, Leal 

a ſmall Trump. e 


II. . 

Spadille, Manille, two ſmall Hearts or Dia- 

monds, with the Knave and two ſmall Clubs, 

and three ſmall Cards of the other Suits. Lead 
a ſmall Trump. 


III. 
Spadlille, Manille, two ſmall Hearts or Da- © 
monds, three ſmall Clubs, and three ſmall Kn 
Cards of the other Suits, Lead a ſmal 
Trump. 679 7 
IV. a . 
Spadille, Punto, King, Queen, and oe (|, 


ſmall Heart or Diamond, three ſmall Clubs 
the Queen, and one Spade, Lead Punto. 
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V. 


Spadille, Punto, King, Knave, and one 
{mall Heart or Diamond, the Knave and two 
ſmall Clubs, and two ſmall Spades, Lead 


Punto, 
VI. 
Spadille, Kin 2, Queen, Knave, and one mall 


Heart or Diationd: with the Queen, Knave,.. 
and one ſtnall'Club, and two ſmall Spades. Lead 

_ the King of Trumps, | 

a- 

one, vn. 

Lead Spadille, Three, Four, Fire, a Sir of 
Hearts or Diamonds, Kin ing of Clubs and. 
more, Queen and two ſmall Spades; TE 

N; elder or any other Hand, when you have 

, Lead play a ſmall Trump, in the ſecond Lead 

[cad play Spadille. © 1 3 4 gt ts , 5 

Manille, Baſto, punto, and two (mall Hearts 

Dia- or Diamonds, three ſmall Clubs, and the 

mal Knave and one Spade. Lead . 


IX. 


N. B. Manille, Baſto, King, and two ſmall 
Hearts or Diamonds, Queen, and one ſmall 
Club, and three ſmall Spades. Lead Manille. 


„ F 3 X, 


/ 
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X. 


VN. B. Manille, Baſto, Queen, and two 
| ſmall Hearts or Diamonds, Queen, and two 
1 Knave, and one Spade. f Lead 

XI. 24 

Manille, Baſto, with the three ſmalleſt 

Hearts or Diamonds, Queen and one ſmall 


Club, Knave and two ſmall Spades. Play a 
ſmall Trump, 


XII. 


N. B. Manille, Punta, King, and two ſmall 
Hearts or Diamonds, Queen, Knave, and one 
ſmall Club, King and one ſmall Spade. Lead 
Manille, 4 f 
| l. Fr be 
Manille, Punto, Queen, and two ſmall 
Hearts or Diamonds, Queen, and one ſmall 
Club, King and two ſmall Spades. Play a ſmall 
Trump. 1. Fg | 


XIV, 


Manille, Punto, and three ſmall Hearts or 
Diamonds, Knave, and one ſmall Club, King, 
Queen, and one ſmall Spade, Play a ſmall 
Trump. 


XV. 


Manille, and the four ſmalleſt Hearts ot 
Diamonds, Queen, and one ſmall Club, King, 
Queen, 


r 


hy =, Bye 
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Queen, and one ſmall Spade. Play a ſmall 
Trump. ; 

XVI. 


NV. B. Baſto, Punto, King, and two ſmall 
Hearts or Diamonds, King and Queen' of 


Clubs, Queen, and two ſmall Spades, Lead 


o. 
XVII. . s | 
N. F. Baſto, Punto, Queen, and two fmall 


Hearts or Diamonds, Queen, K nave, and one 
ſmall Club, King and Queen of Spades, Lead 


Baſto, 

N. B. B Punto, and three of the ſmall - 
eſt Hearts or Diamonds, King and Queen of 
Clubs, Queen, Knave, and one ſmall Spade. 
Play a ſmall Trump. 

XIX. 


Baſto, and the four ſmalleſt Hearts or Dia- 


monds, King and Queen of Clubs, Queen, 


Knave and one ſmall Spade. Play a. ſmall 


Trump. 
| XX. , 
N. B. Punto, King, Queen, and two ſmall 
Hearts or Diamonds, King and Queen of Clubs, 
Queen, Knave, and one ſmall Spade. Lead: 


Punto.. 


F 4 XXI. 
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XXI. 
Punto, King, and three ſmall "Hearts , of 
Diamonds, King and Queen of Clubs, Queen, 


Knave, and one ſmall Spade. Loy, a ſmall 
Trump, 


\ You are to obſerve that thoſe Caſes which 
are marked thus (N. B.) are very good Game 
to play, and . you have the G48 ds of your 

Sides to win thoſe which are not marked. 


CHAP. Ul. 


Games in * wy: may be played, calling 
*. 


20 


| rar; > 
Crab Maville, and two b Club 
or Spades, the Knave, and two mall 
Hearts, and three ſmall Diamonds. Lead a 
ſmall Trump, 
| wg 10 
v. B. Spadille, Manille, and two imall 
Clubs or Spades, Queen, and two ſmall Hearts, 
andthreeſmall Diamonds, Anda {mall Tump. 


III. 


Spadille, Manille, and two ſmall Clubs or 
Spades, three ſmall Hearts, three ſmall Dia- 
monds. Lead a ſmall Trump. 


IV. 


GAME if QUADRILLE. 105 


5 IV. . 
Las V. B. Spadille, King, . and two ſmall 
nal ubs or Spatles, withthe Queen and one ſmall 


geart, three ſmall Diamonds. Lead the King 
f Trumps. 


uch .. 
* Sradille, King, K nave, and two ſmall Clubs, 
our cen, and two Diamonds, two fmall Hearts. 
ay a ſmall Trump. 
VI. 


Spadille, Queen, and three ſmall Clubs or 
rades, Queen, and two ſmall Hearts, two: 
mall Diamonds, Play a ſmall Trump. © © 


VII. 


Spadille, and the four ſmalleſt Clubs or 
zadcs, King and one ſmall Heart, Queen and 
40 ſmall Diamonds. Play a ſmall Trump. : 


VIII. 


Manille, Baſto, King, and two mall Clubs 
Spades, three ſmall Hearts, and two ſmall. 
Vianonds,” Lead Manillee. 


 Þ. I i 
Manille, Baſto, Queen, and two ſmall Clubs | 


* Spades, three fmall Hearts, Queen, and one 


fall Diamond. Lead Manie. 
Fs A, 
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X. 


Manille, Baſto, Knave, and two {mall 
Clubs or Spades, Knave and one Heart, thre 
ſmall Diamonds. Lead Manille. 


XI. 


Manille, Baſto, and three ſmall Clubs or 
Spades, Queen and two ſmall Hearts, Knaje 
and one ſmall Diamond. Lead Manille. 


XII. 


N. B. Manille, King, Queen, and two ſmall 
Clubs or Spades, King and one ſmall Heart, 
Queen, Knave, and one ſmall Diamond. 
Lead Manille. 

XIII. 


N. B. Manille, King, Knave, and tuo 
ſmall Clubs or Spades, King and one ſmall 
Heart, Queen and two ſmall Diamonds, Lead 
Manille. | | 
XIV. 


Manille, King, and three ſmall Clubs or 
Spades, Queen, and two ſmall Hearts, King 
and one ſmall Diamond. Play a. ſmall Trump. 


XV, s 


Manille, and the four fmalleſt Clubs or 
Spades, King, Queen, and one ſmall Heart, 
two ſmall Diamonds. Play a ſmall Trump. 


XVI. 


mil 


nare 


mall 


Game of QUADRILLE: 10% 
XVI. 


M. B. Baſto, King, Queen, and two ſmall 
Clubs or Spades, Queen and two ſmall Hearts, 
King and one ſmall Diamond. , Lead Baſto, 


XVII. 

N. B. Baſto, King, Knave, and two ſmall 
Clubs or Spades, Knave and one Heart, King 
an] two ſmall Diamonds. Lead Bafto. 

LL. N 

N. B. Baſto, King, and three ſmall Clubs 

or Spades, King and tes of Hearts, Queen 


andtwo ſmall Diamonds. Play a ſmall Trump. 


XIX. 


Baſto, and four of the ſmalleſt Clubs or: 
Spades, King and Queen of Hearts, Queen, 
Knave, and one ſmall Diamond. Play a ſmall 
Trump. 

XX. f 

N. B. King, Queen, Knave, and two 

mall Clubs or Spades, King and Queen of 


Hearts, Knave and two ſmall Diamonds. 
Lead the King of Trumps. 


XXI. d 

King, Queen, Seven, Six, and Five of 
Clubs or Spades, King and Queen of Hearts, 
Queen, Knave, and one ſmall Diamond. 
Lead the King/of Trumps, . © © 
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You are to obſerve that thoſe Caſes which at 
marked thus (N. B.) are very good Games to 
play, and you have the Odds of your Side, to 
win thofe which are not marked. 171 
N. B. You are to call to your ſtrongeſt S uitz, 


except you have a Queen guarded. And if 
you are elder Hand, you have a fairer Chance 
to win the Game than if middle Hand, becauſe 
you have an Opportunity of leading a Trump, 
which frequently makes your Adverſaries play 
againſt each other. 


CHAP. Iv. 


CAsks calculated, ſhewing the Players the Oui 
of winning the fellowing Games at Qua- 
PRILLE, fans prendre; and alſo ſuch Game 
as ought not to be played, ſans prendre. 


' Games in Black, Elder Hand. 


* 
Tr Matadores in Clubs, King and 
Six of Diamonds, King and Six of Hearts, 
King, Five and Six of Spades. Play 'Frumps 
to all. the elder- hand Games. The above Game 
wins 27 to 4. | ; 
Three Matadores and the Three of Clubs, 
King and Six of Diamonds, ing apd Six of 
Hearts, and two ſmall Spades. The above 
Came wins 215 to 162, or about 4 to 3. = 


| if 


d to 5. 


* 
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III. | 
Three Matadores, Three and Four of 
Clubs, King and Six of Diamonds, three ſmall 
Hearts, Wins 291 to 86, or above 10 to 3. 
Three Matadores, with Three, Four, and 
Five of Clubs, two ſmall Diamonds, and two 
ſmall Hearts. Wins near 10 to 1, 
7009 V. 5 
Spadille, Manille, King, Knave, Three, and 
Four of Clubs, two ſmall Diamonds, two 
ſmall Hearts, Wins 4895 to 3022, or about 


* 


Spadille, Manille, — Three, Four and 
Five of Clubs, two ſmall Diamonds, two ſmall: 
Hearts, Wins about 8 to 5. 

| | . N 

2 Manille, King, Three and Four 
of Clubs, King and Six of Diamonds, and: 
three ſmall Hearts, Loſes 1514 to 1125, or 


about 4 to 3. ww 
VIII. 70 


Spadille, Manille, Three, Four, Five, and 
Six of Clubs, two ſmall Diamonds, and two 
ſmall Hearts, Loſes 1514 to 1125, or about 


40 3% 8 
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IX, 

Spadille, Manille, Three, Four, and Five 

of Clubs, King, and one ſmall Diamond, and 

three ſmall Hearts. Loſes 2234 to 405, or 
about 11 to 2, 


X. _ , 
Three falſe Matadores and Three of Clubs, 

King and Six of Diamonds, King and Six of 
Hearts, King and Six of Spades. Wins 21 5 to 
162, or about 4 to 3. 

Three falſe Matadores, Three and Four of 
Clubs, King and Six of Diamonds, King, Six, 
and Five of Hearts, Wins 291 to 86, or above 
10 t0-3. ö | 
. XII. 
Three falſe Matadores, Three, Pour; and 
Five of Clubs, King and Six of Diamonds, two 
ſmall, Hearts. Wius 1025 to 105, or near 10 


to 11 


| . | 
Manille, Baſto, Queen, Three, Four and 
Five of Clubs, King and one ſmall Diamond, 
two ſmall Hearts. Wins 4895 to 3022, or 
above 8 ta 5. < 8 
a | XIV. 
Manille, Baſto, Knave, Three, Four and 
Five of Clubs, King and one ſmall Diamond, 


ewo 
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two fmall Hearts. Loſes 4162 to 3755, or 
almoſt 10 to 9. 


XV. 

Spadille, Three, Four, Five, and Six of 
Clubs, King and one ſmall Diamond, King of 
Spades, King and one ſmall Heart, He muſt 
lead a ſmall 'I'rump, and his Chance then for 
winning is 1749 to 890; or near 2 to 1 for 
winning. ' 

ö = XVI. 
Spadille, Three, Four, Five, Six and Seven 
of Clubs, King and one Diamond, King of 
Spades, and King of Hearts. Wins about 
275 to 2. 


CHAP. v. 
Games in Red, Elder Hand. 


| I. ; 
REE Matadores in Hearts, King 
and one Diamond, King and one Spade, 
King and two Clubs. Wins 24 to 11, or 
about 2 to 1. a 
II. 


Three Matadores and Three of Hearts, King 
and one ſmall Diamond, King and Queerr of 
Clubs, and two ſmall Spades. Wins 7010 to 
1001, above 4 to 1; beſides the Chance that 
bis Kings and Queens paſs, though he ſhould 
not fetch out all the Trumps, m 
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III. | 

Three Matadores and Three and Four of 
Hearts, King and one ſmall Club, and three 
Diamonds. ins almoſt 4 to 3. 


IV. i 
Three Matadores, Three, Four and Five of 
Hearts, two ſmall Diamonds, two ſmall Clubs. 
Wins 291 to 86, or above 10 to 3. 


V. 


Spadille, Manille, Punto, Queen, Three ſm; 
and Four of Hearts, two ſmall Diamonds, and 
two ſmall Clubs. Loſes 1706 to. 1339, or 
above 5 to 4. | | 


VI, | 

Spadille, Manille, Punto, Three, Four and 
Five of Hearts, two ſmall Diamonds, two 
ſmall Clubs, Loſes 1514 to 1125, or above 
4 to 3. | 

| | VII. 

Spadille, Manille, King, Three, Four and 
Five of Hearts, two ſmall! Diamonds, two 
ſmall Clubs, Loſes 278 to 99, or about 14 
to 5. IS ot | | 

VIII. 

Spadille, Manille, Three, Four, Five and 
Six of Hearts, two ſmall Diamonds, two ſmall 
Clubs, Loſes above 3 to 1. 1 
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IX, 

| Spadille, 32 Three, Four, Five and 

| du of Heatty, K ng and one Club, two ſmall 

Diamonds. Wins 1844, to 750 or es 

to 4. x; 


X. . 
Spadille, Manille, Two, Three, Four, Five, 
dix of Hearts, two ſmall Diamonds, one ſmall 
Club, Wins above 9 to I, nearer 10 to 1. 


XI. 


Four Matsdores in, Hearts, King an two 
ſmall Clubs, * two ſmall Spades. Wins 
about 16 to 1 at he fetches out the Trump 


d is 7206 to 1465 near 5 to 1; beſides the 
X MC:ance for his King's paſling , though "the 
rump ſhould not fall. 
. q p 1: C * . 403 
d Three falſe Matadores and Three of Hearts, 
0 King and one fmall Club, K and one Dia- 


mond, King and one ſmall Fa 9798 
10 2880, or above 2 to . 


XIII. 
nd" Three falſe Matadores, Three and Four of 
wo carts, King and one Club, King, and two 
14 pades, Wins 215; to 16a, or about 4 to 3. 
XIV, 
| Three falſe Matadores, Three, Four and 
nd ve of Hearts, King and one ſmall. Club, 
all o ſmall Spades, ins 291 to 86, or above 


o to 3, e 
XV. 
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XV. 

Three falſe Matadores, with the Knave, te i: : 
Three, Four and Five of Hearts, one ſmall for 

Diamond, two ſmall Spades. Wins 1025 to 
' 16, near 10 to 1; but you are to ſuppoſe the 
Lead is to come into your Hand a ſecond 
Time, without trumping with a Matadore, 
D r 

Three falſe Matadores, with the Queen, the 
Three, Four and Five of Hearts, one {mall 
Diamond, two fmall Clubs. (As the former) 
wins near 10 to 1. Fr 


+: * 
Manille, Baſto, King, Three, Four and F x 


of Hearts, King and one Diamond, two {mal 
Clubs. Loſes 15 14 to 1125, or about 4 to 
Ml,anille, Baſto, Queen, Three, Four at : 
Five of Hearts, King and one Club, two aufe 
Spades, Loſes 278 to 99, or near 3 to i. 
Manille, Baſto, Three, Four, Five and uũ a: 
of Hearts, King and one Diamond, two ſa 
Clubs. Loſes 2639 to 405, or about 6 to 1. 
XX, 

| — Two, Three, Four, Five and & 
of Hearts, King and one Diamond, King 
Spades, and the King of Clubs. That | 
fetches out three Trumps by playing Spa 
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the WY i: above 4 to 1, and conſequently above 4 to 1 
mal WY for winning. 
XXI 


ethe Spadille, Three, Four, Five and Six of 
con Hearts, King and one Diamond, King and one 
Spade, and the King of Clubs. 
That three ſure Tricks in Trumps lie 
zainſt the * — is 1384 to 1255, and con- 
ml bquently the Odds is againſt his winning the 
met) Came. 5 ö 5 
If he plays the Game, he muſt begin with 
leading a ſmall Trump; for if he plays Spa- 
(ills, he has no Chance at all. - 


Fi At his ſecond Lead he ought to play Spa- 
nun eile, having the faireſt Probability of winning 
oe Game by that Method of Play, | 


In all the Games of falſe Matadores, we 
ave ſuppoſed the Player is not over-ruff'd be- 
de it comes again into his Hand, 


MB. If you ſhould have a ſans prendre 
ame, and it ſhould be 5 to 4 for winning.it, 
jou are to conſider that the calling a King 
nakes it a ſure Game won, beſides the Chance 
f winning a Yolez and therefore, upon a ſtrict 
Jculation, it is found to be more adviſeable 
o call a King in ſuch a Caſe. | 

N. B. A good Player may play a weaker 
yime, either elder or younger Hand, than 
uddle Hand, | 


CHAP, 
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w! 
CHA p. VI. | ne 

Laws a 2QUADRILLE. 
| B W 4 
. o1d nets * 
„ hand —_— any Suit for 
 1rumps, he muſt abide by it, thou 
it ſhould happen to be his worſt Suit | K Li 
We 31: 4:8: 4 Ki 


4 If a Card happens to be faced in Jilleg 92 
you mult deal again, — it is the laſt Card, 


; — la with" devs Cards you ar 
batted. Play . deven & you he 


* id IV. 2808 he 
If you play fans prendre, or have Matadore, 
you arę to demand them before the next Deal- 
er has finiſhed his Deal, otherwiſe you loſe the 
Benefit of them. f 

1 


p If any Body names his Trump without aſk- 
ing Leave, he is obliged to play Sant prendrs 
unleſs he is the younger Hand, and all the rel 
have paſs'd. 5 


VI. f | 3 15 
If any Body plays out of his Turn, thit 
Card played may be called at any Time in that 
Deal, provided he does not reyoke ; or tht 


Adverſaries may demand the Partner of * 
who 
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who played out of his Turn, or his own Part- 
ner, to play any Suit he thinks fit. 
. VII. b 
After the Game is won, if the Perſon who 


won the ſixth Trick plays a ſeventh Card, he 
is obliged to play for the Vole. 


VIII. 

If you have four Kings dealt you, you are at 
Liberty either to call a Queen to one of your 
Kings, or to call one of your Kings; but you 
are not to call the Queen of Trumps, 

IX. 


If any vey ſeparates a Card from the reſt, 
he ought to play it, if the adverſe Party has 
ſeen it, unleſs he plays Sans prendre. 


. | 
If the King called, or hisPartner, plays out 
of his Turn, no Vole is to be played for. 
XI. 


No Perſon is to be baſted for a Rengunce, 
unleſs the "Trick is turned and quitted; and if 
any Perſon renounces, and it is diſcovered, if 
the Player ſhould happen to be baſted by ſuch 
Renounce, all the Parties are to take up their 

Cards, and play them over again. 


XII. 
I: Spadille is forced to play, he is not obliged 
to make his three Tricks. $45 
4 i | XIII. 
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XIII. | 
Whoever undertakes playing the Yale, has 
the Preference of playing before him who offen 
to play Sans prendre. 


If all Parties agree to it, before you begin 

to play, let the Perſon have the Preference 

of playing who plays for the moſt Tricks; 

which will prevent ſmall Games from being 
XV, 

The Player is entitled to know who is his 

King called, before he declares for the Vol.. 


XVI. 


When ſix Tricks are won, he who won the 
ſixth Trick ought to ſay, I play the Yoke; or 
I do not play the Yele; or, I aſk——and no- 
thing elſe, 
ing "= oe | 

He who wins the Vole is to take double the 
Stake played for out of the Pool, 


XVIII. 


He who aſks Leave (if elder Hand) may 
play Sans prendre, in Preference to any of the 
other Players, 
ALE , | 


If you have one King only, you may call 
yourſelf, but muſt win fix Tricks, XX. 
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XX. | 
If you play the King ſurrendered, he muſt 
has .in fix Tricks who demands the King of any 
en Body. 0 0 
XXI. 

| He who has paſſed once (unleſs he has Spa- 
zu alle) has no Right to play afterwards; alfo 
ice Wi: who has aſked the Queſtion is obliged to 
s; May, unleſs ſome Body elſe plays Sans prendre. 
ing XXII. ; 

f the Player, or his Friend, ſhew their Cards 
before they have won ſix Tricks, the Adver- 
aries may call their Cards as they pleaſe, ſpe- 
cihing each Card. 

XXIII. 


Whoever has aſked Leave cannot play Sans 

r-mdre, unleſs he is forced. 
XXIV. 

Vou are at Liberty to look at the Tricks 
when you are to lead, but not otherwiſe, 
| XXV. 
the WI Whoever. undertakes playing for the Volt, 
and does not ſucceed, has a Right to the Stakes 
dans prendre, and Matadores if he has them, ' 
having won his Game. 


rd XXVI, 
Forced Spadille cannot play for the Yoke. 
XXVII. 


f any Perſon diſcovers his Game, he is not 
atitled to play the Vole, 
5 XXVIII. 
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XXVII. 


If there happen to be two Cards of the * 
Sort, and found out before the Deal is ended, 
the * is void, but not otherwiſe, 


XXIX. 


No Body is to declare how many Trump 
are N out. 


XXX. 
He who plays, and does not make three 


Tricks, is to be baſted alone, unleſs he plays 


forced Paal. 
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DIRECTING, 


With moral Certainty, how to diſcard any 
Hand to Advantage, by ſhewing the Chances 
cf taking in any one, two, three, four, or 
five certain Cards. : 


ComPUTATIONS for thoſe who Bet their 
Money at the GAME, 


ALSO 
The LAWS of the GAME, 


To which are added, 


Some RULE,s and OBSERVATIONS. 
for playing well at CHESS, 
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TREATISE 

On the GAME of | 
IL 
CHAP. I. —— 


Ceneral RuLEs for playing at PIQUE T. 


OU are to play by the Stages of your 
Game ; what is meant by them, is, that 
when you are backward in the Game, or be- 
hind your Adverſary, you are to play a puſhing 
Game, otherwiſe you are to make twenty-ſeven 
Points Elder-hand, and thirteenPoints Younger- 
hand; and you are always to compare your, 
Game with your Adverſary's, and diſcard 

ccording]y, | 


IL | 

You are to diſcard in Expectation of win- 
ning the Cards, which is ſo eſſential a Part of 
the Game, that it zenerally makes twenty-two 
or twenty- three Points Difference; therefore 
jou are not to diſcard - low — uch 
4 three Queens, three K naves, or three Tens, 
ha G 2 becauſe 
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becauſe in any of theſe Caſes, the Odds av 
three to one, Elder-hand, that you do not ſuc. 
ceed, and ſeventeen to three Vounger-hand; 
for let us ſuppoſe you ſhould go for a Quaturꝛ: 
of Queens, Knaves, or Tens, and throw out 
an Ace or a King; by ſo doing you run, the 
.Kiſk of loſing above twenty Points in Expecta- 
tion of winning fourteen Points. 


III. 


At the Beginning of a Party you are to play 
to make your Game, which is twenty-ſeven 
Points Elder-hand, and thirteen Points Young- 
er-hand; therefore, ſuppoſe you are Elder- 
hand, and that you have a Terce- Major, and 
the Seven of any Svit, it is five to two but that 
you take in one Card out of any four certain 
Cards; therefore, ſuppoſe you ſhould have 
t'iree Queens, three Knaves, or three Tens, 
you are in this Caſe to diſcard on: of them pre- 
ferably to the Seven of ſuch a Suit, becauſe it 
is three to one that you do not take in any one 
certain Card, Elder-hand, to make you a A- 
torze, and conſequently you diſcard the Seven 
of ſuch a Suit to a great Diſadvantage, 


| WW, +, a 

It your Adverſary is greatly before you in the 

Game, the Conſideration of winning the Cards 

muſt be put quite out of the Queſtion; there- 

fore ſuppoſe you ſhould have a Quart toa Queen 

or a Quart to a Knave ; in which Caſe it * 
a 


* 


8. 28 8. 


ſu 
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about five to our, being Elder-hand, bat that. 
you take in a Card to make you a Quin“, and 
baus thiee to one but that you take in a Queen, 
1Nnave, or Ten; and ſhould you have threes 
cecither dealt you, it is good Flay to make a 

ih for the Game, particularly if it is fo far 
a vanced as to give you but little Chance for it 
in another Deal; and in tb ie, and other Caſe:, 
o may have Recourſe to the Calcula:iens 
Acertaining the Odds. 


V. 


To gain the Point, generally makes ten 
Points Diſference; the (fore, when you dis- 
card, you muſt cudeavout to gain it, but not 


fix the loſing of the Cards by 10 doing. 
VI. 7 


The ſaving of your Lurch, or the lurehing 
of your Adverſary, is ſo material, that you 
ought always to riſk ſome Points to accompliſh. 
either of them, | 


VII. | 
If you have fix Tricks, with any winning 
Card in your Hand, never fail playing that 
Card; becauſe, at leaſt, you play eleven Points 
to one againſt yourſelf by ſo doing, unleſs in 
Play you diſcover what Cards yur Adverſary 
has laid out, | 
VIII. | 


If you are greatly advanced in the Game, as 
ſuppoſe you are eiglity to fifty, in that Caſe it is 
* your 
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our Intereſt to let your Adverſary gain two 
Points for your one as often as you can, eſpe- 
cially if the next Deal you are to be Elder. 
hand; but if, on the contrary, you are to be 
Younger-hand, and are eighty- ſix to _ or 
fixty, never regard the loſing two or three 
Points for the gaining of one, becauſe that 
Point brings you within your Shew, 

| IX. 

The Younger-hand is to play upon the 

Defenſive ; therefore, in order to make his 
thirteen Points, he is to carry Terces, u 
and eſpecially to ſtrive for the Point: But 
| ſuppoſe him to have two Terces from a King, 
Queen, or Knave, as it is twenty-hine to 
twenty-eight that he ſucceeds, he having in 
that Cafe four certain Cards to take in to 
make him a ay nn to either of them, and, per- 
haps, thereby ſave a Pigue, &c. he t pre- 
ferably to go for that which he has the molt 
Chance to ſucceed in; But if, inſtead of this 
Method of Play, he has three Queens, Knaves, 
or Tens, and ſhould attempt to carry any of 
them preferably to the others, the Odds that 
he does not ſuccecd being ſeventeen to three 
againſt him, he conſequently difcards-to 2 
great Diſadvantage. | 
X. 


The Elder or Vounger-hand is ſometimes to 
ſink one of his Points, a Terce, or three Kings, 


Queens, Knaves, or Tens, in hopes of vous 


| an 


E 2 2 
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the Cards; but that is to be done with Judg- 
ment, and without heſitating. | 


wh XT. : 

It is often good Play for a Younger-hand 
not to call three * Knaves, &c. and to 
ſink one Card of his Point, which his Adver- 
ſary may ſuppoſe to be a Guard to a King or 
Queen. : 2 

XII. 


The Younger-hand having the Cards 
equally dealt him, is not to take in any Card 
if thereby he runs the Riſk of loſing them, 
unleſs he is very backward in the Game, and 
has then a Scheme for a great Game. 

* 5 
| If the Younger-band has a Probability of 
ſaving or winning the Cards by a deep Diſ- 
card. As for Example; Suppoſe he ſhould 
have the King, Queen, and Nine of a Suit; 
or the King, Knave, and Nine of a Suit; 
in this Caſe he may diſcard either of thoſe 
Suits, with a moral Certainty of not being at- 
tacked in them z and the Odds that he does 
not take in the Ace of either of thoſe Suits 
being againſt him, it is not worth his while to 
diſcard otherwiſe in Expectation of ſucceed- 


Mg. 
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| 1 F | of \ 
"The Younger-hand having three Aces dealt 


him, it is generally his beſt Flay to throw out ; 

the fourth Suit. | ſee 
| XV. | g | cid. 

The Younger-hand is generally to carry 

Guard to his Qucen-Suits, in order to make | 

Points, and to ſave the Cards. Ca 

1953 XVI. 1 1 kr 


When the Younger-hand obſerves that the 4 
E ider hand, by calling his Point, has five Cards re 
v. hich will make five Tricks in Play, and may 
have the Ace and Queen of another Suit, he 
ſhould throw away the Guard to that King, 

- eſpecially if he has put out one of that Suit, W 
Which will give him an even Chance cf faving 
the Cares. | 


e 


XVII. 


If the Elder-hand has a Quart to a King 

dealt him, with three Kings and three Queens 

(including the King to his Quart) and that he 

is obliged to diſcard either one of his Quart to 
the King, or to diſcard a King or Queen. 
25 345 Which is beſt ſor him to diſcard ? 

ſtoer. The Chance for taking in the Ace 

or Nine to his Quart to a King, being one outef 

two certain Cards, is exadly equal tothe taking 

either a King or a Queen, having three of . 

ealt 
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dealt him; therefore he is to diſcard in ſuch 
2 Manner as gives him the faireſt Probability | 
of winning the Cards. WT | 


f 1 

The foregoing Caſe may be a general Di- 

rection to diſcard in all Caſes of the like Nature; 
ciner for the Elder or Younger-hand, 


XVII. 


Suppoſe the Elder-hand has taken in his five 
Cards, and that he has the Ace, King, and 
Knave of a Suit, having diſcarded two of that 
Suit : He has alſo the Ace, King, Knave, and 
two ſmall Cards cf another Suit, but no win- © 
ning Cards in the other Suits. - | | 

Query. Which of theſe Suits is he to play 
from, in order to have the faireſt Chance of 
winning, cr ſavir g the Cards? ? 

Arſwer, He is always to play from the Suit 
of which he has the feweſt in Number; be- 
cauſe, if he finds his Adverſary guarded there, 
the Probability is in his Favour that he is un- 
guarded in the other Suit ; and ſhould be play 
ſrom the Suit of which he has the moſt in Num- 
der, and finds his Adverſary's Queen guarded, .. 
in that Caſe he has no Chance to fave or win 
the Cards. by 


* * r 


If the Elder- hand is ſure to make the Cards 
cual, by playing of them in any particular 
G 5 | Manner, 
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Manner, and is advanced before his Adverſary 
in the Game, he is not to riſk the loſing of on 
them; but if bis Adverſary is gre 
him, in that Caſe it is his Intereſt to riſk the Je 
loſing of the Cards; in ExpeQation of winning 0 


of them. | n 
CH AP. It. Z 

Particular Ru LES and C A828. tw 

4 J. 8 


S PPS E you are Elder- hand, and 
that you have dealt you a Qnart- Haier, \ 
with the Seven and Eight of Clubs, the Kibg ant 
and Ten of Diamonds, the King and Nine if WW N 


Hearts, with the Ten and Nine of Spades. He 
Query. Whether you are to leave a Card, | 
vy carrying the Quari- Major and two more of Bil bal 
the ſame Suit for the Point, with two other 
Kings; or to throw out one Card of your BW 2: 
Point ? | Sui 
Anſiuer. If you throw out one Card of your dec 
Point, there is a Poſſibility that reckon WI Ki 
only five Points, and that your Adverlary may Wl * 
win the Cards, by which Event he gets eleven Ca 
Points, beſides his three Aces, &c, which gives l 
youa bad Chance for the Game: But by leaving WI *": 
a Card, and admitting that one Card of Conſe- . *" 
quence lies in the five Cards which you are in- . 
A 


titled to take in, it follows, that you have four 
| Chance 


Fa 


JTIIEATTISHE on PIQUET, 131 
Chances to one againſt leaving that Card, and 
conſequently it is your Intereſt to leave a Card; 
the Odds are alſo greatly in your Favour, that 
you take in ſome one of the following Cards in 
your four Cards, viz. there are two to your 
Point, three Aces, and one King, 


„. 

If you ſhould happen to have the Ace, 
King, and four ſmall s of any Suit, with 
two other Kings, and no great Suits againſt 
vou, the like Methed of the former Cafe may 
be practiſed, 


III. 
Buppoſe you ſhould have the King, Queen, 


and four of the ſmalleſt Clubs, the King and 


Queen of Diamonds, the Ace and Knave of 
Hearts, and the King and Nine of Spades. 

NJuery. How are you to diſcard, with a Pro- 
babiſity of making the moſt Points? 

Anſwer. You are to throw out the Queen 
and four ſmall Clubs, and to carry three entre 
Suits, with the King of Clubs ; for this Reaſon, 
becauſe the Chance be our taking in the fourth _ 
King, is exactly the ſame as the Chance of 
taking in the Ace of Clubs; in either of which 
Caſes it is three to one againſt you: But if you 
fail of taking in the fourth King, by diſcarding 
thus, you have a fair Chance to win the Cards, 
which will probably make twenty-two Points 
Difference, But ſhould you diſcard. with an 
Expectat ion of taking in the Ace of Clubs, and 

G5 ſhould 
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ſhould happen to fail, you being obliged to 
throw out ſome of your great Cards, you would 


have a very diſtant Chance of either faving or 
winning the Cards, 5 


IV. 


Suppoſe you ſhould have the King and Queen 
of Clubs, a Terce-MHajor in Diamonds, Queen 
and. Knave of Hearts, and a Quint from the 
Knave of Spades. | 

Auery. How are you to diſcard, with a Pro- 
hability of making the moſt Points? 

Anſwer, You are to throw out the Quint to 
a Knave in Spades, in order to make the moſt 
Points; becauſe let us admit that your Sint 
is good for m_ Thing aſter you — taken 
in, you in that Caſe only ſcore nineteen Points, 
if you carry it, and you probably give the 
Cards up, and alſo the Chance of a haters 
of Queens, beſides a great Number of Points 
'in Play ; and conſequently, by carrying the 
' Quint, you would diſcard to a great Diſad- 
vantage. | v 


Suppoſe you have the King, Queen, Seven, 
Eight, and Nine of Clubs 1 3 and 
Knaye of Diamonds; the Queen, Ten, and 
Nine of Hearts, with the Ace and Nine ut 
Spades. | 
uery. How are you to diſcard ? 
fiber. Y ou are to diſcard the King, Seyen, 
Eight, and Nine of Clubs, and wa = of 

| paces ; 
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Spades; by which means you do not only ga 
for three Suits, but you have the ſame Chance 
for taking in the fourth Queen, as you would 
have to take in the Ace of Clubs: Beſides, the 
Probability of mm, Cards is greatly ia 
your Favour, by this Method of diſcarding. 

| * | 


Suppoſe you have the Queen; Ten, Nine, 
Eight, and Seven of Clubs; the Knave and 
Ten of Diamonds; the King, Queen, and 
Knave of Hearts, with the Ace and Nine 
Spades. 4 

Query. How are you to diſcard ? 

A»fiver. You are to diſcard the five Clubs; 
becauſe it is three to one that you do not take 
in the Knave of Clubs, and the carrying three 
entire Suits gives you a fairer Chance to ſcore 
more Points, 


VII, 


Suppoſe you have the Ace, Queen, and 
Knave of Clubs ; the King, Queen, and Knave 
of Diamonds; the Queen and Knave of 
Hearts, with the Ten, Nine, Eight, and 
Seven of Spades. : Sou 

Query. How are you to difcard ? 

Anſwer, Yau are to diſcard the Ace of Clubs 
and the four Spades, becauſe it is only five to 
four but that you take in a Queen or a K nave 
it is alſo about three to two'that you take in an 
Ace: You haye alſo three Cards to your Terce 

— @_ 
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to a King to take in, viz. the Ace and Ten, or 
the Ten and Nine, to make you a Quint; all 
which Circumſtances conſidered, you have a 
fair Probability of making a great ; 
whereas, if you ſhould leave a Card, by throw. 
ing out the four Spades only, you run the Riſk 
of leaviog one of the following Cards, viz. the 
King of Clubs, the Ace of Diamonds, the 
Ace, Queen, or Knave of Spades ; in any of 
which Caſes you would probably loſe more 
Points than by throwing out the Ace of Clubs; d 
and if you ſhould carry two Suits, viz, three 5 
Clubs, three Diamonds, and the Queen of ir 
Hearts, you run theRiſk of putting out fourteen 2 
Points; and it is only five to four 1, qr your 
taking in a Queen or a Knave, and therefore 


you would diſcard to a great Diſadvantage. 


VIII. | 
Suppoſe you have the King, Queen, and 
Ten of a Sie and that — has 


the Ace, Knave, and one ſmall Card of chat de 
Suit ; and that you have only thoſe three Ff 
Cards left, and you are to make three Points * 
of them. Wh N © * by 
Query. at Card are you to play | 
IT. You are e RN mx 


Suppoſe you have the Ace, Queen, Ten, 
and Nine of Clubs, alſo the Ke: Queen, 
Ten, and Nine of Diamonds. 


2 
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Query. Which of theſe Suits are you to 
* in order to have the faireſt Probability 
of ſcoring the greateſt Number of Points. 
Anſwer. You are to carry the King, Queen, 
Ten, and Nine of Diamonds, becauſe the 
| Chance of 3 the Ace of Diamonds is 
exactly equal to that of taking in the King of 
| Clubs ; and alſo the Chance of taking in the 
Knave of Diamonds is equal to that of taking 
| in the Knave of Clubs; by which Manner of 
diſcarding, you have a Probability of ſcoring 


r ——— a. Mad EAT on. 8. Con. _ 


ö 

; fifteen Points for your —_ in-Diamonds, 

f inſtead of four Points for the Quart in Clubs; 

) and the Chance for winning the Cards is bet- 
ter, becauſe by taking in the Ace of Diamonds 
: certain, which cannot 


ou have ſeven Tric 
— by taking in the King of Clubs. 


x. 


Suppoſe you have four Aces and two Kings 
dealt you Vounger- hand, in order — the 
Elder-hand, you are to make a deep Diſcard, 
ſuch as the Queen, Ten, and Eight of a Suit; 
by which Means, if you happen not to take in 
any Card to ſuch Suit, you may probably ca- 
pot the Adver ſary. | : 


N XI. 
y Suppoſe Elder-hand, that you have the Ace, 


Queen, Seven, Eight, and Nine of Clubs, 


Ct 5&5 Oo toes 
** 


— 


Or 


—— > — 


Or ug Fg aw ˙ . ̃ S, fs 2 <>. 


| 
| 
| 


—— — 
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alſo the Ace, Knave, Seven, Eight, and Nine 
of 3 1 IN | 

Query. Which Suit are you to carry, in 
order 2 the moſt Pint? 8 1 
Anſtuer. You are to . the Ace, Knave, 
Seven, Eight, and Nine of Diamonds, becauſe 
ths taking in the King of Diamoꝭ ds is equal to 
the taking in the King of Clubs, and conſe- 
quently as good for winning the Cards; but 
have the Chance of taking in the Ten of 
Diamonds to make you fifteen Points, which 
Event cannot happen by taking in any one cer- 
tain Card in Clubs. Kr 


XII. 


Suppoſe Elder - hand, that you have the Ace; 
Queen; Seven, Eight, and Ten of Clubs, 
allo the Ace, Knave, Seven, Eight and Ten of 
Diamonds. e 

Query. Which Suit is beſt to carry ? 

Anſwer. You are to carry the Ace, Knave, 
Seven, Eight, and Ten of Diamonds, becauſe 
the Chance of taking in the King of Dian;oncs 
is equal to the Chance of taking in the King 
of Clubs, and conſequently as good for win- 

ning the Cards; but you have an addinonal 
Chance of taking in the Nine of Diamonds to 
make you fifteen Points, which Event cannot 
happen by taking in one certain Card in Clubs. 


XIII. 
3 


ITRZATIS on PIQUET. 137 


XIII. 


Suppoſe you have the Ace, Queen, Ten, 
4 ind two more of a Suit; alſo the Ace, Queen, 
and Ten of anather Suit only. And let us 
ſuppoſe, that your Adverſary has ſhewn Six 
A Cords for bis Point, ſuppoſe the Ace, Queen, ' 
„ a four ſmall ones, and ſuppoſe you are 
zuarded in that Suit, as ſoon as you have the 
Leal, you are to play from the Suit of which 
you have the feweſt in Number, becauſe if he 
b guarded in that Suit, he is probably un- 
z.arded in the other Suit; but ſhould you be- 
zn with the Suit of which you have the molt 
u Number, if he happens to be guarded there, 
jou have then no Chance to win the Cards; 
which may prove otherwiſe, if you begin with 
de Suit of which you have the feweſt in Num- 
ter, If he is guarded in both Suits you have 
1 Chance to win the Cards, 


CHAP. in. 


vg | 

* ime COMPUTATIONS, diredling, with moral 
Le Certainty, haw to diſcard well any Hard. 

not 

bs. 


E Chance of an Elder- hand's taking in 
one certain Card is three to one 2gainit 


II. 


ba, 


138 4 Tazgarie 1 PIQUET. 
II. 
That of his taking two certain Cards is 18 


wr againſt him, K 

III. | fa 

I would know what are the Odds that an " 
Elder-hand takes in four Aces ? 


againſt h im. for him, 


Anſwer . That he takes ? 968 to 1 


in 4 Aces is — 


| 
At leaſt 3 of them is about 33 ® 1 
540 wo”. 5 1 A 
3 of them | 2 to 
IV. 4 


If an Elder-hand has. one Res dealt hin 
* the Odds that he takes in the oth 


Anſwer, That he takes} 1a 52 
in the 3 Aces 3 

At leaſt 2 of them about 6 tw 

1 of them 2 © 

V, ö 

If an Elder-hand has two Aces dealt hin 

ee he takes in the othe 

two ! 


againſt him. for him 


[ 

W 
lakes 
45 


nene * 
n/wer, That he takes in 
— other 2 Aces is 236 i Th 
At leaſt i of them is near 21 to lim, 
5 to 4 againſt him, or 
Y Af 
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3 
18 In caſe the Elder-hand has two Aces and two 
Kings dealt him, what are the Odds that he 
takes in either the two Aces or two * re- 


maining ? 


Anſwer. It is about — 15 to 2 


VII. 
Elder- hand having neither Ace nor 2 
dealt him, what is his Chance to take in 


u Ace and a King in 2, 3, 4, of 5 Cards? 
againt him. for him. 


Anſwer, In 2 Cards is about x 

In 3 Cards — 4 to 1 

In 4 Cards — 9 8 

In 3 Cards — 33 0 31 

VL, . | 

What ate the Odds that a Younger-hand 
akes in two certain Cards ? 

againſt ham, for ied 


Ar er. — — 62 to 
hat are the Odds that a . — 


ules in three certain Cards A 
Anſwer, — — 1139 * 1 
IX. * 


The Younger-hand having no Ace dealt 


im, what Chance has he for his taking-one ? 
_ againſt him. for him. 


Anfver, It is — — 28 to 2g 
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To © 28 8 
If the ., rr has one Ace dta!t him, 


what are the Odds of his taking in one or tuo 
cf the three remaining Aces? 


againſt him. fer him, 
A. ſiver. That he takes in 
mo of them is about r 
At leaſt one of them — 3 to 2 


XI. 


What are the Odds that the Vounget- band 
takes in one certain Card? 
; A againſt him. fur him, 


Anſwer. That he dues ER 
| ym take it in is | N. 
What is the Odds of a Quart-Blanch ? 
Aa againſt him, for bin. 
| Anſwer, — -— 99s @Q: | 
CHAP. lv. 


An EXPLANATION and APPLICATION of ils 
Poregeing CALCULATIONS, * 


Pu 

Ks by the firſt Calculation it is three tt 

one, that, being Elder-hand, you do nol 

take in one cettain Card; you have, therefore 
a better Chance of advancing your Game, b 
carrying two Suits for Points and the Cad 
than by aiming at Quatorze of Queens, K nav. 
or Tens. | AY, 
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1 8 


Second Calculation; to take in two certain 
Cards, Elder-hand, is eighteen to one againſt 


* 


jou. e ' 
Therefore ſuppoſe you have a Duart-Majr, 
and tVyo other oy ſalt ou, Ws Odds 2 
you do not take in the Ten to your Qpart- 
Major, and the other Ace, is eighteen to one 
2zainſt you; but that you take in one of them, 
V only twenty-one to ſeventeen againſt you. 
and ſuppoſe you have three Aces and three 
kings dealt you, the Odds are eighteen to one 
ainſt your taking in the other Ace and the 
ther King z yet it is not much above five to 
oss but that you take in one of them, This 
Lxample ſhews, how you are to diſcard in 

bin. Caſes of the like Nature. 


III. 


The Odds in taking in four certain Cards, 
5 four Aces, c. being nine hundred and 
ixty-eight to one by the third Calculation, is 
o great a Chance of not ſucceeding, that it is 
larce worth further Notice. ELM 

But to take in three Cards out of any four 
tain Cards, Elder-hand, is only thirty-three 
b one againſt you. 


EXAMPLE. 
Suppoſe you have two Aces and two Kings 
lealt you, the Odds of taking in three of them 
ut of four certain Cards, ſuch as two _ 
an 
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and one Ace, or two Aces and a King, are 
only thirty-three to one againſt yau. 

But ſuppoſe you ſhould want to take in any 
two out of four certain Cards, ſuch as the 
Queen. of Clubs, the Ten of Diamonds, the 
Ace of Spades, and Knave of Hearts, being 
Elder-hand, it appears by the Calculation to be 
three to one againſt you ; and the Odds are 
the ſame for any two out of four certain 
Cards, | as 

But if, being Elder-hand, you' only want 
one Card out of four, the Odds are five to two 
in your Favour that you take it in, There- 
fore, if you have four Tens, or any inferio 
Sn dealt you, and no Ace, it is great 

dds in your Favour, that, being Elder-hand 
you take in one Ace, and ought to play your 
Game accordingly. ' But you moſt alway: 
conſider the Diſadvantage either of loſing the 
Cards, or running the Rifk of a Capot, whic 
you run the Hazard of, by ſpoiling your Hane 
with keeping four Tens when they are nc 


good. 
IV. 


By the fourth Calculation; if you have on: 
Ace dealt you, it is one hundred and thirtee! 
to one that you do not take in the three others 
forty-nine to eight, or about fix to one, tha 
you do not take in two out of-tie three; bu 
that you take in 6ne out of the three, is abou 
three to two in your Favour, or one hund 
and thirty-ſeven to ninety- nr. 


4 A 
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As for EXAMPLE,” 


You have a Quart from a King, and two 
lings more dealt you; as it is three to two 
hat you take in either Ace or Nine to your 
Jurt to the King, or the fourth King, as 
wu have the Chance of ing fourteen or 
teen Points by this Method of diſcarding, 
w ought to play accordingly : And this Me- 
eg you how to play any Hand of the 
ke rt, | ; 2171 

But if you ſhould diſcard, with an Expec- 
ion of taking in two Cards out of three cer- 
un Cards, the Odds againſt ſuch an Event 
ing above fix to one, your Game muſt in- 

de very deſperate if you to diſ- 
ai to that Purpoſe, The Chance of taki 
three certain Cards, hundred 
neen to one, is a very diſtant Chance; yet 
= ſuch does happen ſometimes, but ought 
r to be ventured upon, but — 
no other Reſource in the Game. 


* 

V. ; "I 
The fifth Calculation: is, that if you have 
Aces dealt you; it is eighteen to one that 
udo not take in the two other Aces; but 
ſeventeen to twenty-one that you take in 
of 2 Let us illuſtrate the — this 
u Example. - Suppeſe you have a. Zuart- 
dealt you, and a Quart to a King, and 
jou are greatly behind your Ad y = 
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the Game; to take in the Ten to your Quari 
Aajvr is three to one againſt you; but to take 
in the Ace or Nine to your Quart to the King, 
is only about five to four againſt you. 

Alſo, by the ſame Rule, ſuppoſe you have 
three Kings and three Queens dealt you, the 


. 


Odds of your taking in both a King and E 
Queen, are eighteen to one againſt you: but 

rmat of your taking one of them, is only fue 
to four againſt you. | 

All other Calls of the like Nature may bal tv 
diſcarded by this Method of Calculation, the 
| VI tak 
| | . 5 ma 
As, by the ſixth Calculation, it is ſeventee | 
to twothat you do not take in two certain Car / 
out of four, ſuchas two Kings, twoQueens, © . _ 
you muſt not, therefofe, confound this vi, N 
the third Calculation, where the Odds arc n ;.. 
above three to one that you take in two Cat pes 
out of the four. | rate, 

VII. 

Having neither an Ace nor a King dealt yo 5 
what are the Odds of your taking in both „e 
Ace and a King in two, in three, in four, fff 
in five Cards ? | 1 Cale 
Azſwer. To take in an Ace and à King. nz. 

U - againſt you. for all 
In 2 Cards is about — 18 to 

In 3 Cards — — 4 to Sup 
In 4 Cards — — 9 to rom t 
In 5 Cards — — 33 to lame C 
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You may obſerve, by the foregoing Calcu- 
lation, what ate the Odds of taking in two, 
three, four, or five Cards out of any eight 
certain Cards, and conſequently diſcard to the 
createſt Advantage. | | 

The foregoing Calculation is either for the 
Eller or Vounger-hand. 


EXAMPLE. 


Let us ſuppoſe the Younger-hand to have 
two Quator ze againſt him, he may obſerve, 
that it is not aboye four to one but that he 
takes in one of each of, them. The like Rule 
may ſerve for any other eight certain Cards, 


VIII. 


As by the eighth Calculation it is ſixty- two 
to one, that the Younger-hand does not take 
in two certain Cards, which Event happening, 
he ought not therefore to run the Hazard of fo 
great a Chance, but when his Game is deſpe- 
rate, and does not promiſe him another Deal, 


IX. 


By the ninth Calculation, as it is twenty- 
nine to twenty-eight that the Younger-hand 
takes in one Ace, having none dealt him; the 
Calculation is the ſame for any Card out of four 
certain Cards. 


As for EXAMPLE, 

| Suppoſe you have two Quart dealt you 

om the King or Queen of any Suit, it is the 

ame Odds of twenty-nine to twenty-eight, but 
H that 
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that you take in a Card to make one of them a 
Quint, and therefore you are to diſcard accor- 
dingly. | | 
As alſo, that you take in either Ace, King, 
Queen, or Knave, of any one Suit, when a 
Pique or Repique is againſt you. 
7 X. 


The tenth Calculation is, that if the Voun- 
ger - hand has one Ace dealt him, it is twenty- 
one to one that he does not take in two Aces, 
and about three to two that he does not take 
in one of them; which Calculation holds good 
in the taking in any three other certain Cards. 
Therefore, for Example, let us ſuppoſe, that 
as it is but three to two againſt the Younger- 
hand's taking one Card out of three to ſave a 
Pique, or a Repique, it would generally be 
reckoned good Play, either to throw one from 
his Point, or diſcard a King, c. for the Event 
of ſuch a Chance, | 


XI, 


By the eleventh Calculation it is ſeventeen 
to three, Younger-hand, againſt your taking 
in any one certain Card; therefore, the Odds 
of not ſucceeding in this Caſe are fo great 
againſt you, that it ought not to be attempted, 
eſpecially if the winning or ſaving the Cards 
is riſked by ſo doing, except in deſperate Caſes. 


CHAP. 


12 
- 
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CHAP. V. 


Ca3ss of CURIOSITY and InSTRUCTION. 
| 


UPPOSE you are Younger-hand, and that 

you have the Queen, K nave, Seven, Eight, 
and Nine of Clubs ; alſo the Seven and Eight 
of Diamonds, the Seven of Hearts, and the 
Ten, Nine, Eight, and Seven of Spades ; and 
that the Elder-hand has left a Card: . 

Query. How are you to diſcard, to put it 
in the 3 of the Cards to repique the El- 


der-hand? 


Anſwer. You are to carry the five Clubs and 
the four Spades, and to leave a Card; and by 
aking in the Ace, King, and Ten of Clubs, 
you repique your Adverlary. 


II, 


Suppoſe you have eight Clubs, the Ace and 
King of Diamonds, the Ace of Hearts, and 
the Ace of Spades : 

Yuery, Whether you repique the Vounger- 
band, or not? 

#nfwer. The Younger-hand may have a 
Juart-Blanche, by having three Quarit from a 
Ten, which reckons firſt ; and therefore he is 
not repiqued. 


— 


III. 


What is the higheſt Number to be made of 
a Pique ? 


H 2 Anſwer. 
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Anſwer. Eighty-two Points. 4 
hat are the Cards which compoſe that Qu 
Nurnber ? . 
Anfwer. A Qnart-Major in Clubs, a Quar- ng 
Major in Diamonds, Ace, King, and Ten of fire 
Hearts, with the Ace of Spades. Poir 


This is only upon Suppoſition that the 


Quart-Majer is good for every Thing. g 
| IV. Kna 
What is the higheſt Number to be made o = 
a Repique and Capot? - * 
1 A hundred and ſeventy Points. n 
| hat are the Cards which compoſe that be 
Number ? 9 
Anſiuer. The four Terce- Majors, which ae bom 
ſuppoſed to be good for every 1 hing. 4, 
v you ; 
: | Mea 
Suppoſe vou are Elder-hand, and that you 
want eight Points of the Game, and that the 
Younger-hand wants twenty-three Points; an 
ſuppole you have dealt you the Ace, King, and A 
Queen of Clubs; the Ace, King, and Teno T 
Diamonds ; the Ace, Knave, and Nine A 
Hearts; the Knave, Nine, and Seven of Spades WW Gan: 
Query. How are you to diſcard, to prevenil begi4 
any Poſſibility of the Younger-hand's making 4 
twenty-three Points, and he is not to reckon inet 
Quarte- Blanche? 5 to 
V 
Anſturr con, 


that 


art 
n of 


the 


eo 


that 
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Anſwer, You are to diſcard the King and 
(Queen of Clubs, the Knave, Nine, and Se- 
ien of Spades; by which Method of diſcard- 
ng you are certain to make eight Points, be- 
fore the Y ounger-hand can make twenty-three 
Points. | 


VI. 


Suppoſe you have the Ace, Queen, and 
Knave of Clubs, with the King aud Ten of 
Diamonds; and ſuppoſe your Adverſary has 
the Ace, Queen, and Knave of Diamonds, and' 
the King and Ten of Clubs, your Adverſary. 
king to lead, is to make five Points, or to loſe 
"rey. How tha you pl hi 

very. How ſhall you play to prevent him. 
100 andy of five Points 3 Fro 

Anſwer, When I his Ace of Clubs,. 
you are to play your King, of Clubs; by which 
Means he can only make four Points? 


VII. 


Aand B play a Partie at Piquet. 

They are one Game each of the Partie. 

A has it in his Power to win the ſecond 
Came; but then he is Vounger-hand at the 
beginning of the next Game. 

4 has it alſo in his Power to reckon =_ 
dinety- nine Points of the ſecond Game, and 
5 to be ſeventy. 
| Query, Whether it is A's Intereſt to win the 
cond Game, or not? 


H 3 Anſwer. 
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Anſwer. It is A's Intereſt to win the ſecond 
Game, in the Proportion cf fourteen to thir- 
teen in his Favour, 


CHAP. FL 


Seme COMPUTATIONS for laying Monty. at 
| the Game of PIQUET, 


I 


T is five to four that the Elder-hand wins 
the Game. 


II. 


It is about two to one that the Elder-hand 
does not lurch the Younger-hand, 
III. 


It is near four to one that the Vounger- hand 
does not lurch the Elder-hand, 


Suppoſe A and B male a Partis at P1QUET, 


I, 
A has the Hand ; what are the Odds that 4 


wins the Partie? 
Anſwer, About twenty-three to twenty. 


II. 


If A has one Game, and B one Game, he 
who is Eldeſt- hand has above five to four town 
the Partie. "1 


ond 
Ur- 


dt 


nd 


nd 
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III. 


If A has two Games Love before they cut 
for the Deal, the Odds are above four to one 
that he wins the Partie. 


IV. 


If A has two Games Love, and A has the 


Hand, the Odds are about five to one that he 
wins the Partie. 


V 


If B has the Hand when 4 is two Love, tht 
Odds in favour of A are about three and a half 
to one. 


VI. f 
If A has two Games, and B one, bare 
they cut, the Odds in Favour of 4 ate-above 
two to one, TE 3 
| VII. 
If 4 has the Hand, and two Games-to one, 
the Odds are abou: eleven to four, 
VIII. 
If B has the Hand, when A is two Games 


to one, the Odds in Favour of A are about nine 


to five. 


If A is one Game Love, and Elder-hand, 
the Odds in Fayour of A are about ſeventeen 
to ſeven. 


H 4 X. 
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a 
Tf A has one Game Love, and Younger- 


hand, the Odds in favour of A are about two | 


to one, 


CHAP. VII 
Laws of the Game at PIQUET, 


I, 


FINHE Elder-hand is obliged to lay out 
one Card. n ged a | 


. . — lo one of — N 
Cds which belong to the Younger- 
loſes the Game. 1 * 


If the Elder-hand, in taking his five Cards, 
ſhould happen to turn up a Card belonging to 
the Younger-hand, he is to reckon nothing 


If the Elder or Younger-hand play with thir- 
teen Cards, he counts nothing. 


V. 
If the Elder-hand has thirteen Cards dealt 
him, it is in his Option whether he will ſtand 
the Deal or not; and if he chuſes to ſtand the 
Deal, he is to diſcover it, and to difcard five 
Cards, and to take in four only. 


VI. 
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, WHEY 
If the Elder or Younger-hand reckons: what. 
they have not, they count nothing, 
VII. 
If the Elder- hand touches the Stock after he 
nas diſcarded, he cannot alter his. Diſcard, 
VIII. 


If a Card is faced, and it happens to be diſ- 
coxered either in the Dealing, or in the Stock, 
there muſt be a new Deal, unleſs it be the 
bottom Card. 


'E I- 


wo | 


ut 


IX. 


If the Dealer turns up a Card in dealing, be- 
onging to the Elder- hand, it is in the Option 
of the Elder-hand to have a new Deal. 

þ | - 


© > 


- If the Younger-hand takes in five Cards, it 
the Loſs of the Game, unleſs the Elder-hand; 

- has left-two Cards. 

. If the Elder-hand calls forty-one- for his: 


Point, which happens to be a Duart-Mapor,, 
and it is allowed to be good, and only reckons. 
four for it, and plays away, in this. Caſe. he is. 
not intitled to count inore. 


XII. 
If the Elder-hand ſhews a Point, or Quart, 
A Terce, and aſks if they are good, and.after-- * 
H. 5 wards; 


| 


154 ITREZATISE n PIQUET, 
wards forgets to reckon any of them, it bars 


the Vounger-hand from reckoning any of 


equal Value. ; 
XIII. 


Quarte-Blanche counts firſt, and conſequent- 
ly faves Piques and Repiques : It alſo piques 
and repiques the Adverfary in the ſame Man- 
ner, as if thoſe Points were reckoned in any 
other Way. 

XIV. 


SDuarte- Blanche reckons before any Thing 
elſe; but need not be ſhewn till the Adverſary 
has firſt diſcarded ; only if you are Elder-hand, 
you muſt bid the Younger-hand to diſcard for 
Duarte-Blanche ; which after he has done, you 
ſhew your Blakche by counting your Cards 
down one after another, 

| | XV. | 

You are to cut two Cards at the leaſt. 

| XVI. 

If you call a Point, and do not ſhew it, you 
reckon nothing for it ; and the Younger-hand 
may ſhew, and reckon his Point. 

XVII. 


If you play with eleven Cards, or fewer, no 
Penalty attends it. 
XVIII. 


Tf the Elder-hand leaves a Card, and after 
he has taken in, he happens to put to his Diſ- 
card the four Cards taken in, they muſt N 

W 


— — mw — 
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with his Diſcard, and he only play with eight 
Cards, vix. thoſe added to his Diſcard. 


XIX. 


If the Younger-hand leave a Card or Cards, 
and mixes it with his Diſcard before he has 
ſhewn it to the Elder-hand, who is firſt to tell 
him what he will play, the Elder-hand is in- 
titled to ſee his whole Diſcard, 

XX, 

If the Vounger-hand leaves a Card or Cards, 
and does not ſee them, nor mixes them to his 
Diſcard, the Elder-hand has no Right to ſee 
them; but then they muſt remain ſeparate 
whilſt the Cards are * and the Vounger- 
hand cannot look at them neither all chat 


u hile. 
XXI. 


If thy nger-hand leaves a Card or Cards, 
and loo Hit them, the Elder-hand is iptitled to 
ſee them, firſt declaring what Suit he will lead. 


XXII. 


If the Dealer deals a Card too many, or too 
few, it is in the Option of the Elder-hand to 
have a new Deal; but if he ſtands the Deal, 
he muſt leave three Cards for the Younger- 
hand. p g 


XXIII. 

Vou are, in the firſt Place, to call your 
Point; and if you have two Points, if you de- 
ſign to reckon the higheſt, you are to call that 
firſt, and are to abide by your firſt Call. 

6. XXIV. 
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XXIV. 

You are to call your Terces, .Yuarts, Cinguer, 

&c. next; and to call the higheſt of them, in 
caſe you deſign to reckon them. 


XXV. 
You are to call a Quatorze preferable to 
three Aces, &c. if you deſign to reckon them, 


XXVI. 
3 1 call a Terce, having a Quart in your 
Hand, you mutt abide by your fuſt Call. 


I. 


SOME 


Rules and Oßs ERVATIORS 


F 0. N 
Playing well at CHESS. 


I. 
1 ought to move your Pawns before 
you ſtir your Pieces, and afterwards to 
bring 3 — Pieces to ſupport them ; there- 
fore the Kings, Queens, and Biſhops Pawns 
ſhould be the firſt played, in order to open your 
Came well. ny 


You are not, therefore, to play out any of 
your Pieces early in the Game, becauſe you 
thereby loſe Moves, in caſe your Ad7erſary has 
it in his Power, by playing a Pawn upon them, 
to make them retire, and alſo opens his Game 
at the ſame Time; eſpecially avoid playing 
your Queen out, till your Game is tolerably 
well opened, 1. 
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III. 


Avoid giving uſeleſs Checks, and never give 
any, unleſs you thereby gain ſome Advantage, 
becauſe you may loſe the Move if he can either 
take or drive your Piece away. 


IV. 

Never crowd your Game by having too 
many Pieces together, for fear of choaking up 
your Paſſage, ſo as to hinder your advancing 
or retreating your Men as Occaſion may re- 
quire. 


v. 


If your Game happens to be- crowded, en- 


deavour to free it by making Exchanges of 
Pieces or Pawns, and caſtle your King as ſoon 
as you conveniently can. 


VI. 


Endeavour to crowd the Adverſary's Game, 
which is to be done thus: When he plays out 
his Pieces before he does his Pawn, you are 
to attack them as ſoon as you can with 
Pawns, by which you may make him loſe 
Moves, and. conſequently crowd him. 


7 | VII. a 
Never attack the Adverſary's King without a 
ſufficieat Force; and if he attacks your King, 
and you haye it not in your Power to attack 
his, you are to offer Exchanges with him ; and 


if he retires, when you preſent a Piece to ex- 
change, 
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change, he may loſe a Move, and conſequently 
you gain an Advantage. 


VIII. 


Play your Men in ſo good Guard of one an- 
other, that if any Man you advance be taken, 
the adverſe Piece may alſo be taken by that 
which guarded yours; and for this be” — be 
ure to have as many Guards to your Piece, as 
rou ſee your Adverſary advances Pieces upon 
It; and if you can, let them be of leſs Value 
than thoſe he aſſails with. If you find that you 
can't well ſupport your Piece, ſee if by attack- 
ing one of his that is better, or as good, whether 
jou can't thereby ſave yours. 


IX, 


Never make an Attack but when well pre- 
pared for it, nor give uſeleſs Checks, for 
hereby you open your Adyerſary's Game, and 
make Bim ready prepared to pour in a ſtrong 
Attack upon you, as ſoon as your weak one 


ls aver. 
X, 10 | 
Never play any Man till yon have examined 
whether you are free from Danger by your 
Adverſary's laſt Move; nor offer to attack till 
'ou have conſidered what Harm he would be 
ble to do you by his next-Moves, in Conſe- 
peace of yours, that you may prevent his D 
zus, if hurtful, before it be too late. wy 
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XI. * 


When your Attack is in a proſperous Way, WM ki 
never be diverted from purſuing your Scheme Wl U 
(if poſſible) on to giving him Mate, by taking we 
any Piece, or other Advantage, your Adver- 
ſary may purpoſely throw in your Way, with 
the Intent, that by your taking that Bait, he 


might gain a Moye that would make your De- A 
ſign miſcarry. ; ; 
XII. 

When you are purſuing a well-laid Attack, WW 
but find it 3 force your Way through es 
your Adverfary's Defence, with the Loſs of ce 
ſome Pieces; if, upon counting as many Moves In tl 
forward as you can, you find a Proſpect of ring 

Succeſs, ruſh on boldly, and ſacrifice a Piece Rook: 
or two to gain your End: "Theſe bold Attempt {W's ca 
make the fineſt Games. hrced 

XIII. 1 
Never let your Queen ſtand fo befbre your love, 


King, as that your Adverſary, by bringing a 
Rook or a Biſhop, might check your King 
ſhe were not there, ſor you might hardly chance ¶ une 
to ſave her. | 6 

| XIV. 

Let not your Adverſary's Kniglit (eſpeciall 
if duly guarded) come to check your Kin: 
and Queen, or your King and Rook; or you! 
Queen and Rook, or your two Rooks, at K ; 
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ame Time; for in the two firſt Caſes, the 
King being forced to go out of Check, the 
Queen or the Rook muſt be loſt; and in the 
wo laſt Cafes, a Rook muſt be loſt, at beſt, 
for a worſe Piece. 


= 5 OV WW V 


XV. 
Take care that no guarded Pawn of your 
&- Wh Aircrfary's fork two of your Pieces. 


XVI, 

k, When the Kings have caſtled on different 
des of the Board, the Adverſary muſt ad- 
of W'ince upon the other King the Pawns he has 
ves Ian that Side of the Board, taking care to 
of ring his Pieces, eſpecially his Queen and 
"of looks, to ſupport them; and the King that 

hs caſtled, is not to ſtir his three Pawns till 
hced to it. : | 


XVII. 
In playing the Game, endeavour to have 2 
love, as it were in Ambuſcade; what is 


our 2 

io eint by it, is to place the Queen, Biſhop, 
4 Rook behind a Pawn, or de in ſuch a 
ance nner, as that upon playing that Pawn, or 


ſece, you diſcover a Check upon your Adver- 
15s King, and conſequently may often get a 
Ke, or ſome other Advantage by it. 


XVIII, 
Never guard an inferior Piece with a better, 


jou can do it with a Pawn, becauſe that 
berter 
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better Piece may in that Caſe be, as it were, 
out of Play; for the ſame Reaſon, you ought 
not to guard a Pawn with a Piece, if you have 
it in your Power to guard it with a Pawn. 


XIX. 


A Pawn paſſed, and well ſupported, often | 
coſts the Adverſary a Piece. And if you play 
to win the Game only, whenever you have 
gained a Pawn, or any other Advantage, and 
are not in Danger of loſing the Move thereby, 
make as frequent Exchanges of Pieces as yo 
can. 


one 
XX, 

If you bave three Pawns each upon the 
Board, and no Piece, and you bave one N 
your Pawns on one Side of the Board, au one | 
the other two on the other Side, and youll i; no 
Adverſary's three Pawns are oppoſite to you ner-h 
two Pawns, march with your King, as ſoon ai only 
you can, to take his Pawns; and if he gol ter y. 
with his King to ſupport them, 5 2 

Queen with your ſingle Pawns, and If he goe 

to hinder him, take his Pawns, and | 
others to Queen. This ſhews the Advanta! Wh 
of a paſs'd Pawn, 5 of the 
| xxl. Jay 
At the latter End of a Game, each Pa 1 
having only three or four Pawns on differ. | A 
Sides of the Board, the Kings are to ende his. 


. . in t 4 
vour to gain the Move, in order to go you wil 
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e, Wl Game. For Example: if you bring your 

t King oppoſite to your Adverſary's King, with 

ve only one Houſe between you, you will have 
gained the Move. $ 


XXII. 


When your Adverſary has his King and one 
Pawn on the Board, and you have your King 
only, you will never loſe that Game, if you 
can bring your King to be oppolite to your Ad- 
rerary's, when he is immediately either before, 
or on one Side of his Pawn, and there is only 


one Houſe between the Kings. 


XXIII. 
When your Adverſary has a — and 
one Pawn on the Rook's Line, and his Bifhop- 
i not of the Colour that commands the Cars 
rer-houſe his Pawn is going to, and you h, 
ly your King, if you gan get into that Cor- 
er you can't loſe that Game, but may win it 
7 a Stale. | 


When have greatly the Diſadvantage -' 
if the r ng — —— wei Queen left in 
Flay, and your King happens to be in the 
foſition of Stale-Mate, keep giving Check to 
jour Adverſary's King, always taking care. 
tot to check him where he can interpoſe any 
of his Pieces that makes the Stale ; ſo doing, 
jou will at laſt farce him to take your _ 
and. 
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and then you win the Game, by being in a 


Stale-Mate. 
SEW 


Never cover a Check with a Piece that a 
Pawn puſh'd upon it may take, for fear of only 
getting that Pawn for it. 


XXVI. 


Always take care that your Adverſary's King 
has a Move, for fear of giving a Stale-Mate; 
therefore don't crowd him up with your Pieces, 
leſt you inadvertently give one, 


Explanations and Applications of fame of the fort- 
going RULES and QBSERVATIONS» 


I 


HETHER you play the open Game, 
W or the cloſe Game? be ſure you bring 
out all your Pieces into Play before you begin 
to at : for if you don't, and your Adver- 
ſary does, you will always attack, or be at- 
tack'd, at a great Diſadvantage : This is ſo 
eſſential, that you had. better forego an Ad- 
vantage than deviate from it ; and I may ven- 
ture to pronounce, that no Perſon” can ever 
play well at this Game, that does not put this 
Rule ſtrictly in Practice; and don't let any 
Body imagine, that theſe preparatory Moves 
are uſeleſs, becauſe he does not receive an im- 
mediate Advantage from them; they are juſt 


as neceſſary, as it is at Whiſt to d _— 
: - $ 
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Cards round before you begin to play. In or- 
der to bring out your Pieces properly, I would 
adviſe to puſh on Þ ore Pawns firſt, and ſupport 
them with your Pieces; and you will receive 
this Advantage from it, that your Game won't 
be crowded : I mean by this, that all your 
Pieces will be at Liberty to play and aſſiſt each 
other, and ſo co-operate towards obtaining your 
End; and this farther is to be obſerved, that 
either in your Attack, or Defence, you bring 
them out ſo as not to be drove back again. 


IT. 


When you have brought out all yourPieces, 
2 I have premiſed, which you will have done 
rery well, eſpecially if you have your Choice 
on which Side to caſtle (which i would al- 
ways adviſe.to do) I would then pauſe a while, 
and conſider thoroughly my own and my Ad- 
rerſary's Game, and from his Situation, and 
obſerving where he is weakeſt, I would not 
only take my Reſolution where to caſtle, but 
likewiſe where to begin my Attack; and it 
ſands to Reaſon you can't do it in a better 
Place than where you are ſtrongeſt, and your 
Enemy weakeſt, By this Method, it is very pro- 
bable that you will be able to break through 
* Adverſary's Game, in which Fray ſome 

ieces muſt of Courſe be exchanged. But 
now pauſe again, and muy both Games at- 
tentively, and don't let your Impetuoſity hurry 
jou on too far with this firſt Succeſs; and my 

5 Advice 
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Advice to you now in this critical JunQure 
(eſpecially if you ſtill find your Adverſary 
pretty ſtrong) is to rally your Men again, and 
put them in good Order for a ſecond or third 0 
Attack, if needful, till keeping your Men “ 
cloſe and connected together, ſo as to be of 
Uſe to each other : For want of this Method, 
and a little Coolneſs, I have often ſeen an al- 
moſt ſure Victory ſnatch'd out of a Player's 
Hands, and a total Overthrow enſue. But if, 
after all, you can't penetrate ſo far as to win 


the Game, nevertheleſs, by obſerving theſe Wi oth: 

Directions, I apprehend you may till be very Wi into 

ſure of having a well-diſpoſed Game; and this Wi the 

brings me to the third Part of the Game, bat 

which is the Concluſion, ba 
III. 

And now that I am come to the laſt Period W 
of the Game, which abounds alſo with Dif- jour 
culties and Niceties, it muſt be obſerved, take 
where your Pawns are ſtrongeſt, beſt con- is 
need together, and neareſt to Queen; you bub! 


muſt likewiſe mind how your Adverſary'sM*!!, 
Pawns are diſpoſed, and in what Degree of 
Preferment they are; and compare the! nay | 
Things together; and if you find you can get 
to Queen before him, you muſt proceed with 
out Heſitation ; if not, you muſt hurry « 
with your King to prevent him : I ſpeak now 
as ſuppoſing all the Noblemen are gone; it 


not, they are to attend your Pawns, and ne 
l ; - WI 7 
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wiſe to prevent your Adverſary from going to 
Queen, 


Some general RULES, by Way of Corroboration 
and Supplement to what has been already ſaid. 


I, 


ON'T be too much afraid of loſing a 

Rook for an inſerior Piece: My Reaſon 
s this 3 although a Rook is better than any 
other, except the Queen, yet it ſeldom comes 
into Play, ſo as to operate, until the End of 
the Game; and therefore it happens very often, 
that it is better to have a leſs good Piece in 
Play than a better out. 


IT. 


When you have moved a Piece, ſo that 
jour Adverſary drives you away with a Pawn, 
lake it -for granted (generally ſpeaking) that 
t is a bad Move, your Enemy gaining that 
double Advantage over you of advancing him- 
elf, and making you retire: I think this de- 
erves Attention; for although the firſt Move 
nay not be much between equal and good 
layers, yet the Loſs of one or two more, affer 
de firſt, makes the Game almoſt irretrievable. 
Alſo, if you defend and can recover the Move, 
r the Attack (for they both go together) you 
de in a fair Way of winning. 


4 III. 
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III. 
If you make ſuch a Move as that, having 


Liberty to play again, you can make nothing .. 
of it, take it for granted it is an exceeding bat 7 
one; for at this nice Game no Move can be ,, 
indifferent. | of 
| IV, = 
If your Game is ſuch, that you have ſcarce 5 
any Thing to play, tis your own Fault, cithe 
for having brought out your Pieces wrong 
or, which is worſe, not at all; for if you have 
brought them out right, you muſt have Va ze 
riety enough to play. S 
in | 
| V. cha 
Don't be too much afraid of doubling the 
Pawn; three Pawns together are ſtrong, bu Dit 
four, that make a Square, with the Help o the 
other Pieces well manzged, make an invinciblg you 
Strength, and, probably, in Time of Need, mai wh. 


e you a Queen : On the other Side, tu t 
awns, with an Interval between, are no bete a P 
than one; and if, imprudently, you ſhould ha wh. 
three over each other in a Line, your Gam go 
can't be in a worſe Situation: Examine this o this 
the Table, and the Truth of it will ſtrike you 
Your Buſineſs, thereſore, is to keep your Paw! 
cloſe cemented and connected together, an 
it muſt be great Strength on the other Sid 
that muſt overpower them. >" 0 
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VI. 
When a Piece is ſo attacked as that yo 
can't ſave it, give it up, and beftow your 
Thoughts how | to annoy your Enemy in ano- 
ther Place, whilſt he is taking it; for it very 
often happens, that whilft your Adverſary is 
running madly after a Piece, you either get a 
Pawn'or two, or ſuch a Situation as ends in his 
DeftxuRtion, | | 


3 


Suppo our Queen and another Piece 
are . — = ” Time, and that by 
r:moving your Queen you muſt loſe your Piece: 
in this Caſe, if you can 7 two Pieces in Ex- 
change for your Queen, I would adviſe you ra- 
ther to do it than retire; - for obſerve, 'tis the 
Difference of three Pieces, which is more than 
the Worth of a Queen ; beſides that you keep 
your Game entire, and preferve your Situation, 
which very often is better than a Piecez nay, 
rather than retire, I would give my Queen for 
a Piece and a Pawn or two, nay, almoſt for 
what J can get; for do but obſerve, amongſt 
good Players, this one Thing, (te convince you 
this Advice is not bad): that when the Attack 
and Defence is thoroughly formed, and every 
Thing prepared for the Storm, if he that plays 
firſt is obliged by the Act of the Perſon that 
defends to retire, it generally ends in the Loſy 
of the Game of the attacked Side. 

iy 7 vin. 


— 
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VIII, | a 


Don't aim af changing without Reaſon 
tis ſo far fram being right, that a goad Player 
will iake this Advantage of it, that he will 
ſpail ee aud mend his own ; But BY inc 
in theſe ſollewing ranch quite anden ſee 
you are angel, eſpeci ly by a iece, then wh 

eyery Time you change, your Adyantage in- 

creaſes; this is ſo plain it needs no Argument. 

- Again, when you haye played a Piece, and y 
your Adverſary oppoſes one to you, change di- ly 
rectly, for it is plain he wants to remove you; hap 

revent him, therefore, and don't loſe the jou 


Ove. 

IX. 4 y 
Every now and then I would have you eaſt | 

up your Game, and make the Balance, 
take your Meaſures accordingly, - 
At the latter End of the Game eſpecially, 
remember your King is a capital Piece, and 
_ don't let him be idle; tis by his Means, ge- 

nerally, you get the Meve and the Victory. 

be] Wl 

Obſerve this alſo, that as the Queen, Rook, 
and Biſhop operate at a Diſtance, Ab not al- 


| ; All 
ways necellary in your Attack to have them Ka 
near your Adverlary's King; they. do better at BN... 
4 3 Diflance, 


for Ping u CM ES B. 7. 


a Diſtance, can't be drove away, and prevent a 


Stale-Mate, 


When you hays! a Piece 9 
and that can't eſcape you, 1 
ſee where 2 can make a g 
where, 


a 


8 


wy 


take it at your Leiſure 
E 


. A . dt ha 


Tis not — right to take your Adver- 
ary's Pawn with your King, for very often. jt 


happens te be a W and Protection to 
jour King. 
XIV. 


When you can take a Tf with different 
Pieces, don't do it with the firſt that occurs, 
but conſider Gorougaty with which you had 
teſt take it, 


Laws CHESS. 


aw 


* 


FI touch 1 e 
and if you quit it you cannot recall it. 
II. 


If by Miſtake, or otherwiſe, by 
de Move, and your Adverſary takes 4- o- 
ice of it till he hath ry his next Move, 
either of you can * | m 


— — — 


T 


— — 


— * hy &.... 
r 
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F 


If you miſplace your Men, and play two 
Moves, it lieth in your Adverſary's Power, or 


. * 


the Games or not. 


Choice, whether he will permit you to begin 


64 +4 IV. v.31 
If the Adverſary playeth or diſcovereth a 
"Check to your King, and gives no Notice of 
ir7 you tiny der hin Rand fo "ill he ge 
Notice, 1 5, L $4208 pI inen 
67 101-5134J bas 1 v. BN N | 
After your King has moved, you cannot 


, 1 7 
1 141 4 


E ile Garns of PIQUET Cum. 
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A SHORT 


TREATISE 


+ On the GAME of 


„ BACK-GAMMON. 


CONTAINING, 


ATA of the thirty-fix 
Chances, with Direction: 
how to find out the Odds of 


being hit, upon fingle, or | 


double .. 1 
Rules whereby a Beginner 
may, with due Attention 


to them, attain playiag it | 


well. 
The ſeveral Stages for carry- 
ing your Men home, in 
order to loſe no Point. 


By ErmondD 


How to find out who is for- 
wardeſt to win a Hit. 

Caſes ſtated for Back=Games, 
with Directions how to play 
for one, 

Caſes ſtated, how to know 
when you may have the bet - 
ter of ſaving a Gammon by. 


—.— 

V Caſes of Curioſ ty 
and Inſtruction. 

The Laws of the Game. 


The Elenrn EvorT10n. 


Hoyrsz, Gent. 


G- LD 


A SHORT 
TREATISE 
On the GAME ef 
BACK-G A MMON. 
SITY. | 


ECAUSE EE 


to know, how many Points. he ought to 


B 


throw upon the two Dice, one I Þrow with 
another, we ſhall take the following Method 


to demonſtrate it. 


EXAMPLE. 


I would know how mary Chances there are 


upon two Dice ? 
The Anſwer is thirty-ſix. 
I would alſo know how many . there 


are upon the * Chances ? 


Z 4 The 
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The Anſwer to which take as follows : I 
N. Nn. apo 
2 Aces — — 4 1 
2 Deuces — — 8 
2 Trois — — 12 
2 Fours — — 16 
2 Fives —— — 20 
2 Sixes _ — 24 
6 and 5 twice — — 22 
6 and 4 twice: ' — '— 20 
6 and 3 twice — — 18 
6 and 2.twice, — — 16 
6 and 1 twice — — 146 * 
5 and 4 twice — — 18 
5 and 3 twiſe— — 16 
5 and 2 d Wios— — 14 
| . and 1 twice — — 12. 
4 and 3 twice ' '— —— 14 
4 and 2 twice . —_——— 12 . 
4 and 1 twice 10 
3 and 2 twice *' — ' — 10 
3 and i twice —' — Þ o 
2 and 1 twice =” "_ 6 
OP ** 4 Tar 
1 | Divided by 364 288 
6 1 


© 294 divided by Y ſolves the Queſtion; by out 
which it appears, that one Throw with another Od, 
you may expect to throw 8 upon two Dice. let. 


5 I would 
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I would know how many Chances there are - 
won 2 Dice f 3 4 » a 2.1 
The Anſwer is 36, which are as follows : | 


2 Sixes,' ene — 1 


2 Fives — — 114 
2 Fours — . i 7 
2 Trois — een $i, 
2 Deuces — — 1 
® 2 Aces — Ane: 1 
6 and 5 twice — — 2 
6 and 3. twice —, .—- 2 
6 and 2. twice —- — 2. 
* 6 and 1 twice — — 2 
5 and 4 twice — — 2 
5 and 3 twice — — 2. 
5 and 2 twice — — * 
* 5 and 1 twice —. — 2 
4 and 3 twice — — 2 
4 and 2 twice. — — 2 
* 4 and I twice — — 2 
3 and 2 twice — — 2 „ 
® 3 and 1-twice — =} 
* 2 and 1 Wie | —= = 2 
— 
36 j 


' Becauſe a Learner may be at a Loſs to find 

y eut by this Table of 36 Chances, what are the 

c Odds of being hit, upon a certain, or flat Die, 
et him take the following Method, 


Y 15 Ex Au- 


17S A fbort Tarte n the 


EXAMPLE. 


To how the Odds of being bit upon an 


Ace? 


Look in the Table, where you will find 


thus ® marked, 


* 2 Aces — — 


| I 
© 6 and 1 twice — — 2 
® 5 and 1 twice — — 2 
23 and 1 twice — — 2 
® 4 and 1 twice — — 2 
2 and 1 twice — — 2 
Total 11 

Which dedudtes from 30 

The Remainder is 25 


By this Method jt appears, that it is 25 to 


lat 


* hitting an Ace, upon & certain, or 


ö 
| 


| 
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| 1.52 03 11 0 I uodnJ 


of 


© Po; ap us "mg dur qu ae ppO om an 301; 


un x 30 
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To explain farther to a Learner how to 
make Uſe of the Table of 36 Chances, when 
at a Loſs to find the Odds of being hit upon 
any certain or flat Die, this ſecond Example 
is here added toſhew how tofind by that Table 


the Odds of being hit upon a 6, 

2 Sixes ws — — 1 
2 Trois — — 1 
2 Deuces — & 1 
6 and 5 twice — — 2 
6 and 4 twice — x 2 
6 and 3 twice — — 2 
6 and 2 twice — — 2 
6 and 1 twice — 2 
5 and 1 twice — — 2 
4 and 2 twice — 2 
17 

| Which deducted from 36 
RNemalnder is — 19 


By the foregoing Example it is evident, that 
it is 19 to 17 Againſt being hit upon a 6. 


The Odds of 2 Love is about 5'to 2. 
and of 2 to 1 is 2 I. 
and of 1 Love is 3. 2. 


CHAP. 


Je 
th 
* 
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CHAP, U. * 

2 I. or 

F you pla three up at Back-gammen, your 

principal View. is the rc Place, i is, * 

to ſecure your own, 7 bes s Cinque 

Point; when that is de you may play a 
puſhin 1 Game, and endeavour. to gammon 

your Adverſary. n 
I, 


The next beſt Point (after you have gained 
your Cingue Point) is to make he your Barr Point, 


thereby 8 ow n 4 W 
with 2 


III. 


After you have proceeded thus far, you are, 
in the next Place, to prefer the — your 


Quatre Poink in your own Tables, rather 

the Naur Point out of 8 

Havi — thiſe oitity, dre ls 

Chance oh o your A 25 F he is 
forward : or, oppoſe his Tabtes are 

broke at homey it wil de chen your Incereft to 


open your Berry Point, and ro oblige him ro 
come me of your Tables with'a 6% hd 
rour Men ou not cafe catch rh 


Man which your Adverſ; out of 
Tables, b 00 ain e 


% A „ TREATISE on „„ 
taking up the Man left in your Tables, (u 
Suppoſition that he had two Men there.) And 


ſuppoſe he ſhould have a Blot at home, it will 


then be your Intcreit not to make up your 
Tables; becauſe, if he ſhould enter upon 
Blot, which you are to make for the Purpoſe 
_ will have a Probability of getting a third 
Jan; which, if accompliſhed, will give you, at 
eaft, 4 to 1 of the Gammon; whereas, if you 
h+4+-nly two of his'Men'up, the Odds is in 
his Favour that you do not gammon him. 


| IS. FT, df! 22" 
If you play for a Hit only, 1 or 2 Men taken 
up of your Adverfary's, makes it ſurer than z 


greater Number, provided that your Tables 
are made up. A 


, * 2 . * 
1228 1 of Pity ov 4 Ne 81 
, a . VI. « 417 


* | 


:\DirREcTIONs bot to carry your Men home. 


Point, you may often lave your Gammon, 
| 72 putting 


1344 


1 


A „„ od tb Yon. e ce ren ud 
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putting it in the Power 2 E or 2 Fours 
to ſave it. | ! 


If you 155 W a Hit only, you are to 
e! to gain either your own or your Ad- 
verſary's Cingue Point; and if that fails, by 

our being hit by your Adverſary, and you 
End that he is forwarder than you, in that Caſe 
ou muſt throw more Men into his Tables. 

he Manner of doing it is thus: Put a Man 
upon your Cinque or Barr Point, and if your 
Adverſary neglects to hit it, you may then gain 
2 frward Game inſtead of à back ; bit 
if he hits you, you muſt play for aback Game, 


and then the greater Number of Men which 


are taken up, makes your Game the better, 
becauſe you will „by that Means, preſerve = 
Game at home; and you muſt then always en. 
deavour to gain both your Adverſary's Ace and 
Trois Points, or his Ace Ce and Deuce Points, and 
take Care to keep 3 Men upon his Ace Point, 
that if you chance to hit, him from thence, 
that n may remain ſtill wa ay T 


WITS) / | ee 
At the Beginning of a Set do not play for 3 
back Game, becauſe by ſo doing you would 


play to a great Diſadvantage, es * 


of a Daunen to win a hogle Hit. 


'") «xiv 46 


Ca 
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| | a. E 
C H A P, III. v#: 


DiRECTI1ONS fot playing at ſetting out the 
36 Chances of the Dice, when you are to play 
for a Gammon, or far « ſingle Hit, © 


J. 2 
T7 Aces, to be played on your Cinque 
1 Point, and Barr Point, for a 
or for a Hit, | 1 | 
Two Sixes, to be pla ed on your Ad 's 
Dar Fins, and ces 10 0 Bae Bean, hp 
a Gammon, or for a Hit. 40 50 6 


Two Trois, two to be played —— 
Cinque Point, and the other two on your I rois 
Point in your own Tables, for a Gammoa only. 
+ Two Dee, to be played on your Quatre 
Point in your own Tables, and two to be 
brought over from the five Men placed in your 
Adverſary's Tables, for a Gammon only, 


V. | 


t Two Fours, to be brought ouer from the 
five Men placed in your Adverſary's Tables, 


and to be put upon the Cinque Point in your 
VI. 


own Tables, for a Gammon only, 


your 


20, | 


Adve 
i Ga 
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VI. 

Two Fives, to be t over fre he 

fve Men placed in your Adverfary's Tables, 
and to be put on the Trois Point in your on 

Tables for a Gammon, or for a Hit. 


VII. 


Sine Ace, you are to take your Barr Point, 
for a Gammon, or for a Hit. | 


VII. | 
Size Deuce, a Man to be brought from the 
fve Men placed in your Adverſary's Tables, 
and to be placed on the Cinque Point in your 
own Tables, for a Gammon, or for a Hit, 


dix and Three, a Man to be brought" from 
your Adverfaty's Ace Point, as fat as he will 
bo, for a Gammon, or for a Hr. 


X. 

Six and Four, a Man to be brought from 
your Adverſary's Ace Point, as far as ne will 
go, for a Garimon, or for a Hit. : 


XI, 

dix and Five, a Mau to be carried from your 
Adverſary's Ace Point, as far as he can go, for 
i Gammon, or for a Hit, 


XII. 
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XII. 


Cinque and Quatre, a Man ti be catried from 
your Adverſary's Ace Point, as far as he can 
go, for 8 hr or for a Hit. 


XIII. 


Cinque Trois, to make the I rois Point in 
our Table, for e or for 4 Hit. 


ont. 1. th 
XIV, G 
Cinque-Deuce, to pl * Men, from ihe 
$. placed in Four, Adver 44 . A 4: q 
Gammon, or for a Hit, 55 jo 
9311] & it 0 uo XV. ee! [1 49 | 
Cinque Ace, to bring one Man from the Wl . 
placed in e Adverſary 's Tables fur the De 
San and to play one Man down. on dhe up 
Cinque Point in your own Tables. far | the Ace, for 


or a Gammon on y. 


my * aq , XVI. Dx: 

. Quatre-Troi ois, two Men to be Mo Att from 
the 5 placed in your Adverlary” 8 Tables 1 fot a 
Gammon, or for a Hit. 


XVII. 1. 
ko 'Quatre-Deuce, to make the Quatre Point ; 
ti own Tables, for a Gammon, or for a = 
| 7 XVIIL Tat 
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XVI. 

+ Quatre-Act, to play a Man from the 5 
placed in your Adverſary's Table for the 
and for the Ace, to play a Man down upon the 
Cinque Point in your own Tables, for a Gam- 
mon oni. hf * 

Mad] XIX. 


Trois Deuce, two Men to be brought from 
the 5 placed in your Adverſary's Tables, for a 
Gammon only. | 1 * Tg 

> XX. 

Trojs-Ace, to make the Cinque Point in 
your own Tables, for a me for a Hit. 

Deuce -Ace, to play one Man from the 3 
Men placed in your Adverſary's Tables for the 
Deuce; and for the Ace, to play a Man down 
upon the Cinque Point in your on Tables, 
for a Gammon only. | iq asd 9%) 

CHAP. IV. | 
Dix EcTIONs how to play the Chances that are 
marked thus (*) toben you are only to play for 

FL 

' DO, >» find 3 1 „ 1 v4 ] : ' 

s WO Trois, two of them are to be 
played on yout Cinque Point in your 

own. Tables, and with the other two you are 
to take the Quatre Point in your Adverſary's 
3 * 


* 


* 
U 
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: L II. . 
+ Two Deuces, two of them ure ſo be 
pla on your 'Quatre Point in your own 
"ables, and with the other two you ure to take 
the Trois Point in your. Adverfary's Tables. 
The two n are to bo played in 
this RCs 8 * eaſon, viz. That there- 
avoid being ſhut up in your Adverſary : 
Ades and have the Chance of tbrowing high 
Doublets to win the Hit. F 


III. 


-* Two Fours, two of them are Go take your 


Adverſary's Cinque Point in his Tables; and 
for the other two, two Men are to be ht 
fromthe frye placed in your Adverſary's Tables. 


e 
1. Cinque · Ace, play the Cinque ſrom the 
five Men laced in your Adverſary/a- Tables, 
and play the Ace from your Adverſary's Ace 
Point, | » 
x8 1:4 ee V. MX. 
- 2+ * Quatre-Ace, play the Quatre from.the 
five Men placed in your Adverſary's Tables, 


and play the Ace from the Men on your Adver- 
ſary's Ace Point. 1 


n [7 
3. * Deuce-Aee, play the Deyee from the 
Eve Men placed in your Ady Fables and 
play the Ace from your Adverſary's Ace Nint. 


4 


Gans of BACK-GAMMON. 192 


NM. B. The three laſt Chances are played 
in this Manner, for the following Reaſon 
By laying an Ace down in your Adverſary's 
ables, you have a Probability of throwing 
Deuce Ace, Trois Deuce, Quatre Trois, or 
lize Cinque, in two or three I hrows; in any 
of which Caſes you are to take a Pai 
which gives you vaſtly the better of the His. 
You may obſerye, by the DireQtions given in 
this Chapter, that you are to play 9 Chances 
cut of the 36 in a different Manner for a ſingle 
Hit, to what yqu would do when playipg for 
n bathe pn e alk 
n this, an fo | „ pla 
Directions are given, bebe! ef ng Gu to 
lay all the Chances on the Dice, either for a 
Gammon, or a ſingle Hit; but it is impoſſible 
o give full Inſtructions for the whole Progreſs 
of the Game ; all that can be done towards 
helping a Learner, is to communicate ſome 
01/ervations, Hints, and Cautions, which, if 
mended to, may be of Uſe to him. * 


„„ Jw » 


CHAR, 


£93 bort TrEATIE en hots!) 
| e 


| bone Of SERVATIONS, HINTs, {Os 
TIONS, enen 


1239 7 
1. 19 
0 


Y the Direction given to play for a Gam- 
mon, you are voluntarily to * 2 
lots, the Odds being in your Favour, that 
Are not hit; but ſhoula it ſo happen, 25 any 
Blot is hit, as in this Caſe you will have * 
Men in your Adverſary's Tables, you muſt 
then endeavour to ſecure your Adverſary's h 

inque, Quatre, or Trois Fein oint, to prevent Vi 
a Gammon, and muſt be very cautious how 


ou ſuffer your gs 10 take * * 


1 


— ww + ws 


ES 920 tha in Tin Ab do 
1e TEST u. een "OI it 
Take Care not to crowd your Game at ary Pl 
Time, if poſſible. What is meant by.crowding 
a Game, is the putting many Men either upon 
you our Trois or Deuce-Point in your own | 
way which is, in Effect, loſing of Hole Wi, 
Men, by not having them in Play. wh 
Beſides, by crowding your Game, to at- tak 
tempt to ſave a Gammon, you are often gam- 1 
moned ; becauſe when 'your Adv finds mu 
your Game open, by beln crowded'in your in 
own Tables, he may . play his Ganie as he re: 
vhinks t. kyel 


III. 
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. & 
By Recourſe had to the Calculations, you 


may know what are the Odds of your enterin 
a {ingle Man upon any certain Number e 


Points, and by that Means you may play your 


Game accordingly. 


; IV. | 

p If you are obliged to leave a Blot, by Rez 
ö courſe had to the Calculations far hitting it, 
y you will find the Chances for and againſt you; 
f. and conſequently you will be enabled to. 

5 how to play your Game to the greateſt Ad- 
* vantage. ; | 

W V. 2 | 

th You will alſo find by the Calevlations, the 


Odds for and againſt you, upon being hit by 

double Dice, and conſequently you will have 

it in your Power to chuſe ſuch a Method of 
ny Play as is moſt to your Advantage. 


ng | VI. | 
on 
wn If it is neceſſary to make a Run, in order to 


ole win a Hit, and py would know ten Point 

| which is forwardeſt, your Adverſary or oe 

take the followin Method: ak; 20 
Begin with reckoning how many Points you 


in your pwn Tables; the Man that is at the 
greateſt Diſtance from it, and do the like by 
tvery other Man _ is abroad; when the 


** 


muſt have to bring home to youf Size Pont 


194 bort "TREATISE on tbe 
Numbers of thoſe Abſentees are ſummed up, 
add to them the following Numbers for thoſe 
already in your own Tables (ſuppoſing the 

Men that were abroad as on. your Size Poine C 
for bearing) namely, ſix for every Man on the 
Size Point, ſive for every Man on the Cinque 
Point, four for every Man on the Quatre 
Point, three for every Man on the Trois Point, 
two for every Man on the Deuce Point, and 
one for every Man on your Ace Point. Do 
the like to your Adverſary's Game, and then 
beer otro of ydu is forwardeſt, and 


eſt io wi the Hit. 


-» — 
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C HAP. VI. . 


OBs8ERVATIONS and DIR BCTYIONS, for 
a Learner- that has made ſome 'Progreſs' at 
Back-Gammon ; * rly Di&ECTIONS 

| fer BEARING his H kt. 

a | 1 


* 


F your Adverſary is greatly before you, never 
pl y.a Man . rois, Or 


Deuce Points, in order to bear that Man from 
the Point where you put it, becauſe that no- 
thing but high Doublets can give you any 
Chance for the Hit : therefore, inſtead of play- 
ing an Ace or a Deuce from any of the afore- 
ſaid Points, always play them from your Size 
or higheſt Point; by which Means you will 
find, that throwing two Fives, or two Fours, 
will, upon having eaſed yaur Size and Cinque 
Points, be of great Advantage to you: Where- 
1 your Size * remained _— you 
muſt, perhaps, be obliged to play at length 
thoſe Fives and Fours. wi * 


14 


| 1 . AI. . E 1. | K 
Whenever you have taken up tuo of your 
Adverſary's Men, an that you happen to have 


two, three, or more Points made in your own 
Tables, never fail ſpreading your Men, in ordet 
either to take a new Poiat in you Tables, of 
obe ready to hit the Man your Adverſary may 

K 2 happen 


* 
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happen to enter. As ſoon as he enters one of 
bis Men, you are to compare his Game with 
yours; and if you find your Game equal to 
his, or better, never fail taking bis Man up, if 
you can, becauſe it is 25 to 11 againſt his hit- 
tibg you; which Chance, being ſe müch in 
our Favour, you ought always to run that 
Riſk, when you have already two of his Men 


up. 

There is this Exception to this Rule, that if 
you play for'a ſingle. Hit only, and that yout 
playing that Throw otherwiſe gives you a bet- 
ter Chance for the Hit, you ought not to take 
up that Man. Noch re Af 8 75 5 . 


dos f . e eats 

Never be deterred from taking up any ons 
Man of your Adverſary's, by the App 
ſion of his hitting you with double Dice, be- 
cauſe the faireſt Probability your Adverſary has 
of hitting you, is 5 to 1 againſt him. 


N 

If you ſhould happen to have five Points in 
your Tables, and to have taken up one of your 
Adverſary's Men, and are obliged to Jeaye 2 
Blot out of your Tables, take Care, if it is in 
- your Power, rather t9.leave i. Apen Doubles, 
chan any other Chance, becauſe Doublets are 
5 to I againſt his hitting you, and any other 
hance is but 17 to 1 againſt him, 


V. 


9 
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Ts of e Men in your Ta- 
bles ate better for à Hitz than any greater 
Number, provided your Game · is forwardeſt, be- 
caufe his having three or more Men in your 
Tables, glves Him more Chances to hit you, 
han if he had{only two Men in them. 


3 VI. 
If you ate to le Blot upon your en- 
tering of a Man in your Adverfary's Tables, 


or otherwiſe, and have it in your Choice to 


leave it upon hat Point you 'pleaſe, always 
chuſe that which is the moſt diſadvantageous to 
him. To illuſtrate this by an Example, let us 
ſuppole it is his Intereſt to hit you or take you 
up as Toon as you enter, in that Caſe you are to 
leave the Blot upon his loweſt Point; that is to 
ſay, upon his Deuce Point, rather than upon 
his Trois Point, or u — his Trois Point pre- 
ſerably to his Quatre Point, or upon his Quatre 
Point preferably to his Cinque Point; becauſe 
(as has been mentioned before) all the Men. 
3 Adverſary plays upon his Trois, or his 

euce Points, are deemed as loſt, being in a 
great Meafure out of Play, thoſe Men not hav- 
ing it in their Power to make his Cinque 
Point, and conſequently his Game will be 
crowd:d there and open elſewhere, whereby 
you will be able alſo much to annoy him. 


K 3 | VII. 


z 


rs J ert TrxEaTISE n the *, 
VI :;. 
To prevent your Adverſary from bearing 
his Men to the greateſt Advantage, when you. 
are running to ſave your Gammon; as, for In- 
ſtance, ſuppoſe you ſhould have two Men upon 
his Ace Point, and ſcveral other Men abroad, 
tho' you ſhould loſe one Point or two in put- 
ting your Men into your Tables, yet it is your 
Intereſt to leave a Man upon your Adee 
Ace Point; which will have this Confequence, 
that it will prevent his bea ing his, Men to his 
reateſt Adyantage, and will alſo give you the 
-hance of his making a Blot, which you may 
chance to hit. But'if, upon a, Caltulatio 
you find that ygu have a "Throw, ora Proba- 
bility ef wing vir Gzinmon newer Mit for 
C—)—EF;F; great puta 
| STE FP EPS 


ſtting it. 
8 « 4 8 1 1. 1 ny 4 
* g : of 1 ” Ih 
"40 $43 
- mw ah 4. 
. . 8 . 3 ra 1 
> 4 F 4 
k 
\ © 1 
- 
"47 
o 
o . 411 Ho). 
- ag 
* , 6 
= 
120.897 
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$0371 0 A. P. VII. * — 


CAsxs, by Way of Example, Fu ſhe ou 
f . - 
Sr fe pre 


lc born add by f 
UPPOSE your Tables are made up, and 
IJ: that you have taken up one of -your, Ad- 
verſary's Men; and. 80 your Adyerfiry has 
ſo many Men abroa! ps require three. Throws 
to put them in his Tables 

Auery. Whether you have the better of a 
ammon, or not? * 
„ It. Rat nee Wager that 
you gaminon bim. SIE 

Becauſe, in all Probability,” you 'will have 
hore two Men before you open your Tables, 
and when,yau bear the third Man, you will be 
obliged to open your Size or Cinque Point; in 
that Caſe it is probable, that your Adverſary 
muſt take two 'Throws before he enters his 
Man in your Tables, and two Throws more 
' before he puts that Man into his own Tables, 
and three Throws more to put into his own 
Tables the Men which he has abroad, which 
in all make ſeven Throws : And as you have 
twelve Men to bear, theſe probably will tae 
ſeyen Throws in bearing, — you may 
tue be obliged to make an Ace, or a Deuce, 
Lc «Ic yau can bear all your Men. 


4 N. B. 


20 % . n Taeartes on le 
N. B. No Mention is made of Doublets of 


tither Side, that Wr being: equal to gen 
Party. 


The e Caſe beilig duly debts 
ſhews it is in your Power to calculate very 
nearly the Odds of ſaving or —_ a — 
mon upon moſt Occaſions. 


7840 II. 111 152, es das 
80 ppoſe I have three Men upon my Adver- 
fary's Ae Point, and fe Points in my Tables, 
and that my Adverſary has all his Men in bis 
N three 1 285 cache of in 2 — | 


Points: N zurn na 


e da 


Dues 7. Whether the Probability i is ; for ls 


RM. me, or not? „„an 


45 
For dees Men fr 9050 922 * 
Wo "From ki Point, — 
e OREN omg NE — 1 
„ 1 7348 9 
„„ om N =] | 


— 


> 


' ths 9 
„ et bl Ts bb) wth „ lat; 
- * . , a, k 
n f nnn 


To 
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To bring my 3 Men from my Adver- 
ſary's Ace Point, to my Size Point 
in my Tables, being for each 18 
Points, make in all:. 51 
© The Reminder s 6 
ei N A: mer 7? 


+ 44 


And as, beſides the fix Pomts in your Fa- 
vour, there is a further Conſideration to be add - 
ed for you, which/is, "thatyour Adverfary may 
muke one or two-Blots in bearing, as is fre- 
quently the Caſe. Vou ſee by this Calcu- 
lation, that you have greatly the better of the 
Frobability of ſaving your Gammon. 

N. Z. This cr is ſuppoſed upon an 
Equality of throwing, 700 TY 

III. 

Suppoſe I leave two Blots, either of Which 
481 bat double Dice; to hit the 
one, that <a mult he eight, and to hit the 
other it mult, be nitie; by which Means my 
Adverſary has only one Pie to hit either of 
them, 1 : 9 


* 
, - « 
* 
. 2 


What are the Odds of his hitting either of 
theſe Blots ? 


201 


7 —— | T6 


The Chances'on two Dice are in all. 1 36 


"The . 


5 and 3 twice, 
. bn 


2 Deuces, — 
2 Fours, Ds 


ſts 2 twice, 


twice 
to hit gare, 2 7 2 — 


— o - 
Fo 2 
, pe] þ, 


3 ab 47 N. 


Total Chances for litting / al 


| Remain Chances for not hitting, -_— 


So that it is 25 t0 1x that he will. dot die 
either of thole Blots. 


IW. 


another Example, let us ſuppoſe 
that I o giv e t 


two other Blots than "the former, 
which cannot be hit but by double Dice, the 
one muſt be nes ad the other by 


ſeyen. 


What are the Odds of my Adve 
ting ether of x Olde of _— 


3.10 #4 _ * 0 14 
9. 9 0 44.4 , 4 I, N 


1 41 
» 
* 
0 
* 


J. 
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_ Anſwer. | 


The Chances on two Dice are in all, — 36 
-6 and 2 twice, — 2 

The Chances I 5 and 3 twice, —— 2 

to hit 8 are, } to Fours, — 14 
wo Deuces, — 1 


to hit 7 are, an tee, 


The 72 6 and 1 twice. — 
4 and 3 twice, — 


Total. Chances'for hifting, — 


e 


Remain Chances for not hitting, — 


Therefore i it is two to one that I am nothit.. 
The like Method is to be taken with three,, 
four; or five Blots upon double Dice; or with 
Blots mide upon double and ſingle Dice at the 
me Time ; you, are then only to find out 

y the Table of of 36 Ch Cbaßces) how many 
2 are to hit any of thoſe Blots, and add 
all to 29 in one Sum, which ſubtract from 
umber 36, which is the Whole of the 


Ch upon two Dice: Sogloing en 7 


Queſtion required, | 
Nen if 
'The followin kg e to ſhew A Way of | 
i; nds, WL! ay bp br called a mechanical 
ay of ing of Qu Ron of the likeNitije, 


» I would 


- 


204 A be TAE NU E nn | 


I would khows what ate the Odds of throw- 
ing 7 twice, before 10 2 3% lo ald T 


1 - lk Þ% 
2 Ve 195 2 Inst 3 le 


10 ie thrawn once. before 
7 is thrown twice, which is demonſtrated as 

follows : n 
Suppoſe the Stake depending js nine Pounds, 
my firſt Throw entitles me to have one third 
Part of that Money, becauſe ) has fix Chances. 
for it, and 10 has but three Chances, and there- 
fore it is two to one, ; , 
"FF It 


Ror the firſt Throw,” . — 3 % 
Having taken 3 J. out of the g J. for 
the firſt Throw, the Remainder is 
- 61, out of which a third Part is to 

de taken for the ſecond Throw 2 © 6 


Tie rot i, 3 0 0 
f emains, 4 0 © 


It is 5 to 4 that 10 


; 772 11 2 . 4 GET IT. 
The whole Stake is, 9 0 


£3 1 77 VI. TI 
I would know what are the Odds of en- 
-cering & Man upon, any Serin yung N. . 
rows ear 0 


Tt eng £1 r 


Suppoſe 36 Shillings is the whole Stake de- 
| pendin 1 Lende bk what is my Share of 
that Stake, Ning laid 18 Shillings 
2 R Q 3 | k 


* 


I enter 
"Ma 


9 
* 
1 


„ 
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in two 'Thedws? By. the Calculations in the 
Table of 36 Chanoes, it-is ſound that I have 
11 Chances out of the 36 for entering the firſt 
Throw, for which therefore I am entitled to 
11, out of the 36 Shillings. ö 


1231 

12 JC 13 The Stake is, , 36 © [ 
eee firſt Throw, n 
EE "Rags, — 25 © 4 
The Remainder, ain 25 Shillings, | 

is to be divided into 36 Staal Parts, 

of which 1 am entitled to eleven of 

thoſe Parts, which makes 7 74 7 7d. 


for the ſecond Thro-πw. 7 71 


Adding this to the other 11 Shillings, 


makes my Share of the Stake to be, 18 2 
Then my, Adverſary's Share will be, 17 LET, 
"ES Total of the Stake, 2 ——þ | 


Therelve it is very neatly 15 to 14 in far 


vour of entering a | upon yay. certain 


Point in two > That, 


0 Y 7 * . . * ? 
* - pd \ * 1 4 E 
15 
” = N = 
" I. "- F ad * 2 * 
2 * Ty 1 
* * 
y * 


6 4 fort Tarvin on n 4 ) 


bf {SF 


ena P. vil. ab 
*  Critreal Caſe for 4 ee” £3 & 
2 


E T us ſuppoſe A plays the Fare-Gawe, 
L and that all his Men are placed in the 
u 


ual Manner : 

For B's Game let us ſuppoſe, that 14 of his 
Men are placed upon his Adverſary's Ace Point, 
and 1 Man upon his Adverſary's s Deuce Point, 
and that B is to throw : 44. 


Which Se ende win the Hit? | 
1 Anſiuer . 

Ps is the beſt by Gold to Silver, or 21 fer, 

to 20 againſt ; becauſe; if B mifles an Ace to 
take his Adverſary's Deuce Point, which is 25 
to 11 againſt him, A is, in that Caſe, to take 
upiB's:Men'in his Fables, either fingly; or to 
make Points; and if B ſecures either s Deuce 
or Trois Point, in that Caſe,” I is to lay as 
many Men down as poſſible, in order to by.ity 
that thereby. he may get a Back- game. 
When you are r N in the 
Game of — this 
Back-game, you will become a greater Profi- 
cient in the Game than by any other Method, 
becauſe it clearly demonſtrates the whole Power 


f 
ef che Hack. game n 


J "T”T a” Jo” Ty  F” WE 


” 2 aw as 


CO 


„ 


— ac. #%., AS.  &. i. th. 
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II. Back-game, * © 
Let u us ſuppoſe 4 to have five Wen, laced 
upon his Size Point, five Men a tre 
Point, and five Men upon his Deuce Point, all 
in his own Tables: 
And let us fu B in, have 3 Men R 
upon As. Ace Point, 3 Men upon 2 
Point, and three Men upon 4's, Cinque Point; 
let B alſo have three Men upon his Size Point 
in his. own Tables, and three Men ace out 
of his Tables, in a the uſual Manner: 


Who has the better of the Hit # 1 


Anſiurr. by (Bb . 

KH 04 Lt Divine) > but to play it eritĩ · 
eall ifficulty lies upon B, -who is in 
the lt P Place to endeavour to gain his 
atre Points in his own Fubles - und 
e at at is feed: he is to play two Men 
from 46 Cinque Point, in order to ris 
Adverſary to blot, by throwing an'Ace;whi 
if B hits; he will babe che Faire ſt Probability.of | 
We = Neft 


III. n ＋ Yn & 

'$i ae 27 has three Men 3 Ree 
Point ind three Men upon 'B's U Point. 
alſs three Men upon his Siae Point in his own 


Tables, a and three Men upon bis uſual Point 
out 


208 - A ort TaRATISE on the 
out of his Tables, and three Men When his 
five Men are uſually placed in his Adverſary's 
Tables: | e140 35.8. 
And let us ſuppoſe H has his Men placed in 
the ſame Manner, both in his own and his Ad- 
verſary's Tables, with this Difference only, viz. 
inſtead of having three Men put upon 4's 
Deuce Point, let him have three Men upon 
＋s Trois Point: Wa by 


| 6 þME Io 4, 
Duery, _ | 

Who has the beſt of the Hit ? 
Anſwer 


A, becauſe the Ace and Frais Points are not 
ſo good for a Hit, as the Ace and Deuce Points 
in your Adverſary's Tables, for this Reaſon; 
becauſe when you are bearing your Men, you 
have the Deuce Point in Jour own Tables to 


play your Men upon, which oſten prevents your 
_ a Blot, which muſt happen otherwife 


to Adyerlary ; and take care to Jay down 
Mew to he bit as ofien a6 you Gin, "i Weber ti 
keep your Game backward, and for the fame 


Reaſon, avoid hitting any Blots which your Ad- | 


verſary makes. 


aer? vt! 


% ed 21 IV, 1 F » af > + 41 
As a Caſe f, Curigſim and bn/irution, _ ,. 
ſe ¶ has his 15 Men u . L 
ſuppoſed to-haye his Barr Joints + 
alſo his Size, Cinque, Quatre, and. Trois Points 


&s ® % 8 Oo & | * | 
Due "Fe..." 


1 1 
Ace Point, B is 


in his own Table: 


o of BACK- Ox. ; 


ihn 


we 4 (ies kt 


How many i; Throms,is. 4 RT take Al 
— his hem? . dy his, 9 T ble 40 r 


«1554 i C? * 7 


1 0 

Vou may. undertake to do it in ſeventy-five 
Throws. | dit 

It is Odds in s Paige that he throws an 
Ace in two Throws it is alſo Odds in A's 
Faveur that he throws a Six in two 'Fhraws; 
when theſe Events happen, A has a Probabi- 
lty of not wanting above two or three Throws 
till be has got all his fifteen Men inte his 
ables + Therefore, by a ſormer Rule lad 
nr to brin ** „and 00 ſor 
| your be out 
che the Bat il of the Nuraber of ; ws Ie» 
| pin Nat, - d * agg * 1 


V. . 
"I Cole of Corky A Ne * 
Where A and: B ſhall, as ſaſt as uſual, 
and yet A (ball make the it laſt, probab ly, for 


man oy urs, 
e will ſuppoſe B to bave bore 13 Men, and 
that A has taken up the two remaining, Men 
And let us ſuppbſe that & has his 25 Men i in 
B's Tables, u. t Cen Men upon his Size Point, 
three” upon his Cinque Point, three upon his 
Quatre Point, three upon his Trois Point, two 
upon his Deuce Point, and one upon his Ace 


boint: 
The 


| 
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The Method, which A is to take, is this: 
Let him bring his 15 Men home, by always 
ſecuring ſix cſeſe Points, till I has entered his 
t yo Men, and brought them upon = > our 
Point; as ſoon as B has gained that Point, 4 
muſt open an Ace, Deuce, or Trois, or all 
three; which effected, B hits: one of them, and 
A, taking care to have two or three Men in B's 
Tables, as ready to hit that. Man; and alſo, he 
being aſſured af taking up the tber Man, bas 
it in his: Power to prolong the Hit to almoſt th 
any Length, provided he takes care not to N 
open ſuch Points, as two Fours, two Fives or Si 
two Sixes, but always to open the Ace, Dæuce, 
or. Trois Points, for I tu hig'bigy. |: 
WW, 06/15 ee een ee eee 
Nee e 
Dice, for throwing two Bixes, two Fes, of 


- — 


two · Fours, in three Throws ? which, by me+ 
chanical Calculation, may be found thus: 


29 
® 2 


.*-Quppaling 36, Shillings'. thc dacke.,;'/? 
Stake depending, the Thrower will be . d. 
entitled to have for his firſt Throw 3 0. 
which deduCted out of 36, remains 33; 
which divided again into 306 Parts, 
make ſo many Eleven Pences, out of 
Which the Thrower is to have 3 for his 
ſecond Throw -  ' —— — 2 9 
The Remainder, 30 Shillings and 3 
Pence, is again to be divided , f 
| arts; 


3 5 
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Parts; dividing the 306. ſo, make ſo 
many Ten Pences, and the 3 Pence 
divided into ſo many Parts, make, ſc . 
many Thirds of Farthings, of which 
the Thrower is to haye 3 Parts for his 3. 4 
Share for bis third I brow. — 2 

"cms Total for the Thrower, , 8, 3x 
So that it is 296. 8.4. 1 to. 84, 3d. pn. 
the Thrower z which reduced into the ſmallei 
Number, is very nearly as 10 to 3, that twa 
Sixes, two Fives, or two Fours, are not thrown 
in two Throws. 

VIk Back game. 

Suppoſe A to have '2 Men upon his Size 
Poidt in his own Tables, 3:Memupopnbi For 


. 
= 
# © 
in 36 


"I. 


Point out of. his: Tables, 2 Men upon the Poi 
where his g Men are uſually placed in his A 
rerſary's Tables, 53 Men upon his Adyerſary's 
Ace Point; and three. Men upon his Adverſary's 
Quatre Point. wilt 14.3 2254 3 Cai N 

And let us ſuppoſe B to have 2 Men vpon big 
dize Point in his own Tables, 3 Men upon his 
vſual Point out of his Tables, 2 Men upon the 
Point where his 5 Men are uſually placed in 
bis JA. dverſary's Tables, 5 Men upon his Ad- 
verſary's; Ace Point, and 3 Men upon his Ad- 
verfaty's Trois Point 


F 
Who has the ſaiieſt Chance to win the Mit ! 


2:2 4 fort TRWNAT ISI on „ 
A has, becauſe he is to play either an Act or 
a Deuce, from his Adverſary's Ace Point, in 
order to make both theſe Points as Occaſion of- 
fers; and having the Quatre Peint in his Ad. 
verſary's Tables, he may more eaſily bring thoſe 
Men away, if he finds f neceſſary, and he will 
alſo have a reſting Place by the Conveniency of 
that Point, which at all Times in the Game 
_ wilt give him an Opportunity of rutining for 
the Hit, or ſtaying, if he thinks proper. Where- 
as B cannot fo readily come from the Treis 
Point in his'Adverfary's Table. 


0 A P. IX. | | n 
oy +7 * I. i x. 2020 3 
145 us ſuppoſe 4 and B place their Men 


n 


in the 3 jar whe» a * * 
| to have n upon ze 
Point kl own T ables; 3 Men 5 the uſual 
Point out of his Fables, and 9 Men upon his 
Adverſary's.Ace, Deuce, and Trois Points, 3 
Men to be placed upon each Point; and ſup- 
ſe B's Men to be placed in his own, and in 
is Adverſary's Tables, in the ſame Order and 
Mannern 
The Reſult is, that the beſt Player ovght to 
win the Hit ; and the Dice are to be thrown 
for, the Situation being perfectly equal in 4. 
and B's Game. | ; 
If A throws firſt, let him endeavour to gain 
his Adverſary's Cinque Point; when that is 


tA FT & 7 VT OT DER CHATLY 


8 2 4 „ 


effected, let him lay as many Blots as poſſible, 
to tempt B to hit him; for every Time that B 
hits them will be in Js Favour, becauſe it puts 
him backward; and let A take up none of B's 
Men for the ſame Reaſon, _ | 

A is always te endeavour to take care to have 
three Men upon each of his Adverfary's Ace 
and Deuce Points ; becaufz when B makes a 
Blot, theſe Points will remain ſecure, and by 
Recourſe had to a formet Caſe (Numb. V. in 
the former Chaptet) when A has bore 5, 6% or 
more Men, yet A may ſecure 6 cloſe Points out 
of his Tables, in order to prevent B from get · 
ting his Man home: and by Recourſe had tothe 
Calculations, he may eaũly find out (in caſe he 
makes up his Tables) who has the Detter of the 
Hit; and if he finds that B is forwardeſt, he is 
then to endeavour to lay ſuch Blots to be taken 
up by his Adverſary, as may give him a Chance 
for taking up another Man, in caſe B ſhould 
happen to have a Blot at home, ' 

"Thoſe who play the foregoing Gamy well, 
may be ranked in the firſt Forms 


OY II. 
| A Cafe Curia. 

. A and B play at Back-Gammon, A has bore 
13 Men, and has 2 Men to bear bis 
Deuce Point, B has 13 Men in his own Tables, 
with two Men to enter. B is to throw, and to 
name the Throws both for himſelf and 4, but 
not to hit'a Blot of either Side: 


ITY Query. 


214 1 Hort TxEATI8SE on * i) 


What Throw is E name for both Par 

ties, in order to ſave his Gammon? 
Anſiuer. | 

B calls for himſelf 2 Aces, which enters «bis. 2 
Men upon As Ace Point. B alſo calls 2 Aces 
for A, and conſequently A cannot either bear a 
Man, nor play one ; then B calls for 2 Sixes 
for himſelf, and carries one Man home upon his 
Size Point in his own Tables, and the other he 
places upon his Adverfary's Barr Point: B alſo 
calls Size-Ace for A, ſo that A has one Man left 
to bear, and then B calls for himſelf either 2 
Sixes, 2 Fives, or 2 Fours, any of which bear 
a Man, in eaſe he has Men in his Tables upon 
thoſe Points,- and to ſave his Gammon, ' 


II. 

The folowing Queſtion i is to be attended wy 

as — critical and inſtructive. 
5 that both yours and Ew 

ables are made up : 

1% that you have 1 Man to carr 
but that he has 2 Men on your Barr ne to 
home, which lie in wait, to catch your 
Man, and that if you paſs him you are to win 
the Hit: Suppoſe alſo that you have it in your 
Choice to run the Riſk of being hit, by 7, orby 


8, both of which are Chances upon doubl Wenn 


Query. 
Which of theſe Chances is jt beſt ſor you to 
venture? 
An ſiuer , 


2 


n ne 


ft 
2 
ar 
n 
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That of 7, for the following Reaſons : Ne 
becauſe that the Chances of being hit by 7, or 
by 8, are equal. nn 

Secondly, If he does not hit 7, you will then 
have in your Favour 23 Chances to 13, that 
by your next Throw you Either hit him or paſs 
beyond him. 

Thirdly, In caſe your ſecond Throw ſhould 
happen to be under 7, and that conſequently 
you cannot hit him, yet you may play that Caſt 
at home, and' conſequently leave the Blot 
* double Dice. e eee 

Whereas if, on the contrary, you had made 
Choice of leaving the Blot upon 8, you would 
have made a bad Choice, for the Reaſons fol- 
lowing. | „ 

Fir/t, Becauſe the Chances of being hit by 
7, or by 8, are only equll. 

Secoridly, Becauſe if you ſhould eſcape the 
being hit by 8, yet you would then have but 
17 Chances in your Favour, againſt 19 for 
either hitting him, or paſſing beyond him by 
your next Throw. enn 

Thirdly, In caſe your ſeeond Throw ſhould 
happen to be Size-Ace; which is ſhortbof him, 
you would then be obliged to play the Man that 
is out of your Tables, not being able to play 
the Six at home, and conſequently to leave a 
Blot to be hit by a ſingle (or flat) Die; which 
Event, upon Suppoſition that you play for 18 
Shillings a Game, would entitle him to 11 
Shillings of the whole Stake depending, 

in 


Ld 


— 
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vw] F . take a Man from any Point, that 
Man muſt be played; the ſame muſt be 
done if two Men are taken from it. 

24. You are not underſtood to have played 
any Man, till you have placed him upon a 

Point, and quitted him. 1 
A. If you play with 14 Men only, there is no 
Penalty attending it, becauſe by playing with 
a leſſet Number than you are entitled to; you 
play to a Diſadvantage, by not having the ad- 
ditional Man to make up your Tables. 

41h, If you bear any Number of Men, he- 
ſore you entered a Man taken up, and which 
conſequently you was, obliged to enter, ſuch 
Men, ſo borne, muſt be entered again in your 
Adverſary's Tables, as well as the Man taken 
up. NE 
5th.*If you have miſtaken your Throw, and 
played it, and if your Adverſary has thrown, it 
is not in your or his Choice to alter it, unleſt 
both Parties agree to it, - 
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